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Introduction 


It's only been a few months since its release, but critics and players agree: 
Warlords: Battlecry is one of the most well-designed and fun-to-play strategy 
games ever created. Combining real-time gameplay with fantasy role-playing 
elements such as level advancement, deep spellbooks, and distinct classes 
and races. Warlords: Battlecry is the sort of game you can return to again and 
again. 

At the heart of the game is the sprawling 36-mission single-player campaign, 
the Tears of Dawn, which puts the fate of a medieval fantasy world called 
Guardia in your hands. What makes the campaign unique is that you're 
presented with a choice after the first dozen missions: You can choose to 
seek revenge on a brutal general for his heartless sacrifice of one of your 
friends, or you can decide to follow him based on the belief that only his 
troops and military expertise can save the land. But the game doesn't tease 
you by making you create a new character and requiring you to play up to that 
point of decision to explore both paths. Instead, you may select missions from 
either branch of the campaign at any time. 

You face a world inhabited by evil creatures driven wild by forces beyond their 
comprehension; the only reasoning they can comprehend is the logic of cold 
steel. So, gird your loins and sheathe your blade - the adventure is about to 
begin! 

This guide provides: 

• Analysis of each race you fight and lead in The Tears of Dawn campaign 

• A guide to hero creation and advancement 

• Combat and gameplay tips 

• Advice to maximize your resources 

• Step-by-step walk-throughs for all 36 single-player missions 

• Cheat codes 
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Chapter One 

Creating Your Hero 


In the single-player campaign, you initially have very little input in the creation 
of the hero who will represent you on-screen: Your race (human) is 
predetermined, so all that's up to you is selecting a character portrait and 
choosing a name. After your hero enjoys enough success to achieve level 2 
status, however, choices will become available that will profoundly affect what 
you can do later in the game. 

The first decision facing you is deciding on a profession for your hero, which in 
turn will determine what specialties will be available to you later in the game. 
The four professions are: 


Profession 

Initial Effect 

Specialties 

Warrior 

+1 strength 

Barbarian, fighter, ranger 

Wizard 

+1 intelligence 

Alchemist, archmage, illusionist, necromancer, 
pyromancer, summoner 

Rogue 

+1 dexterity 

Assassin, bard, thief 

Priest 

+1 charisma 

Druid, healer, paladin, runemaster 


Each specialty opens up four abilities you can use to improve your hero's 
capabilities; you "buy" these with the ability points that are given to you 
whenever you move up to a new level. Our hero, for instance, is a warrior 
barbarian; the four abilities available to him are scouting (increased viewing 
range for a hero), riding (cavalry are produced in half the time), running (your 
hero receives six points in the speed skill), and shaman (you get five extra 
points in the druidic casting skill). 


But you'll have other areas in which you can spend those ability points. Your 
hero is given a numerical ranking in several categories such as training, 
combat, health, merchant, conversion, and many others, and you can use 
ability points to increase his proficiency in each skill. Those points can also be 
spent to improve your hero's performance in the four statistics of intelligence. 
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dexterity, charisma, and strength. Finally, ability points can also be spent to 
learn new spells in the spheres of magic your hero has access to, which is 
based on the specialty you selected when you reached level 2. 

All this is covered extensively in the Warlords: Battlecry manual. Carefully 
study the spells and abilities of all the professions and choose one to suit your 
style of play. Hack 'n' slash fans, for instance, will probably opt for a warrior, 
while those fond of magic will undoubtedly choose the wizard. Whatever your 
choice, however, rest assured that your hero will have enough unique skills to 
carry him to victory in all the battles you enter. 
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Chapter Two 

The Races of Warlords: Battlecry 


There are nine different races in Warlords: Battlecry, and in the single-player 
game, you lead them all except for the minotaurs, high elves, and dark elves. 
In the game's skirmish (you against computer opponents) and multiplayer 
modes, you may choose from all the races except the barbarians. 

To achieve the best results in any given mission, you need a thorough 
understanding of both the forces you lead and the armies you face. The 
Warlords: Battlecry manual features an array of in-depth statistical tables that 
explain the strengths and weaknesses of each race and how they perform 
under the control of a human leader - your hero. You'll also find excellent 
information on the races at the official Warlords: Battlecry web site; we've 
listed the URL for each race in the following descriptions. 

For beginners, however, all the data that's available can lead to a bit of 
information overload. For them, we've compiled thumbnail guides for each 
race, featuring basic information on each race and a rundown on its most 
notable armies. The leadership bonuses/penalties are irrelevant in the single- 
player game because you have no control over the armies you lead, but we've 
included it for helping you pick which races to control in skirmish and 
multiplayer games. 

Though it's always recommended you read the manual in a game of complex 
strategy such as Warlords: Battlecry, this primer will give you a good basic 
knowledge of what to expect during the upcoming battles. 

Dark Elves 

Available professions: Warrior, wizard, rogue 
Leadership bonuses: Dark elf, undead, ore 
Leadership penalties: High elf 
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You don't face the dark elves until late in the campaign and then only in a few 
battles - but it's enough to make you curse their very existence. While their 
basic armies - infantry, cavalry, and archers - aren't particularly stunning, their 
higher armies can be ultra-lethal. Sorcerers can call down a pillar of fire, the 
assassin can poison opponents and drain their health to a single point, and 
blackguards can become invisible to infiltrate your camp and convert 
buildings. If the computer tells you your buildings are under attack, yet you 
see no enemy, it's either a blackguard or the dark elf hero at work. Though the 
demon that a dark elf can summon is frightening, you must especially watch 
out for the flying unit called the phoenix: It's the only airborne army in the 
game that can convert buildings. The dark elves can build an elven galleon 
that's capable of invisibility until it attacks. And all the elven races can produce 
wisps - builder units that can combine to form the more powerful ancient wisp, 
which produces crystal, so desperately needed by elves for creating armies 
and erecting buildings. 

Wood Elves 

Available professions: Warrior, wizard, rogue, priest 
Leadership bonuses: Wood elf, human 
Leadership penalties: Dwarves 

You control the wood elves during the final phase of The Path of Light branch 
of the campaign game, after defeating them in The Orb of Souls mission. 
Though their infantry and cavalry are weaker than most other races, their 
archers are the most accurate and deadly in the game. Treants are walking 
trees that can cause fear among all opponents except the undead. 
Unquestionably, the prize fighter is the dryad: her balls of lightning have 
excellent range and pack a mighty punch, and her speed lets her dodge 
enemy attacks if you take direct control of her. Like the dark elves, wood elves 
can produce the phoenix to convert buildings, flying units called imps (more 
powerful than the phoenix, but without conversion abilities), and the elven 
galleon. 


High Elves 

Available professions: Warrior, wizard, priest 
Leadership bonuses: High elf, wood elf 
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Leadership penalties: Dark elf 

You only face the high elves three times during the campaign, and none of the 
battles against them poses any real problems. Their cavalry is fast and skilled 
at melee combat - it's the best of all the races - and is capable of attacking 
flying units, while the unicorn causes awe among enemies. The true threat, 
however, is the moonguard. Besides converting buildings, the moonguard can 
fire arrows at multiple targets at the same time, making it an excellent army to 
carry with you into many of the battles in the campaign game. Once a 
moonguard is available for inclusion in your retinue, keep him alive at all costs 
- the increased accuracy and damage it accrues after each battle will make it 
a valuable asset. The high elves can produce pegasi instead of griffons and 
are the only elven race that can produce the powerful destroyer naval unit. 

Ores 

Available professions: Warrior, rogue 
Leadership bonuses: Ore, minotaur 
Leadership penalties: Human 

Perhaps no other race lets you field an effective fighting force as quickly as 
the ores. While goblins, the basic infantry unit, are easily killed, their ability to 
transmit disease makes them a good first-strike threat. Ogres, trolls, and 
giants can attack both ground and flying units. Trolls can increase the damage 
they do by picking up and hurling sheep. Giants can convert buildings, making 
them one of the best double-duty armies in the game, thanks to the massive 
damage they can cause and their high hit points. The goblin shaman can not 
only call down lightning, but also cast a berserker spell that sets friendly 
troops on fire for a little extra "oomph" in combat. 

The only shortcoming in the ore lineup is its flying units. Giant bats are weak 
except in great numbers, and while the harpy can cause disease and drain 
mana, it can't attack other flying units. 

Dwarves 


Available professions: Warrior, priest 
Leadership bonuses: Dwarf, human 
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Leadership penalties: Wood elf 

When you take control of the dwarves for the Mountain Trails mission, you'll 
be surprised to discover how handicapped they are in terms of speed. They 
have no cavalry, and without upgrades, their basic units move very slowly. 
Like the undead, their palace doesn't produce builder units - you need a 
smithy for that. To make up for these shortcomings, the dwarves have 
powerful crossbow units that can be upgraded to fire at long ranges; they also 
can build cheap watchtowers to slow down invading enemies and protect 
resources. They also produce great siege weapons - the ballista fires a bolt 
that travels through multiple enemies (perfect for slowing down a mass of 
incoming armies), and the catapult not only causes splash damage to nearby 
units, it can be loaded with cattle to increase damage. 

The berserker is a good upgrade from the basic dwarf infantry, but costs quite 
a bit of ore to produce. The biggest hitter in the dwarf arsenal is the dwarf lord. 
He can convert buildings and do double damage on buildings he attacks, but 
unfortunately, he can only be produced at a palace. The dwarves can build a 
market and exchange one resource for another - a feature that should used 
whenever possible. 

Barbarians 

Available professions: Not listed 
Leadership bonuses: Not listed 
Leadership penalties: Not listed 

Perhaps the best thing that can be said about barbarians is that you won't be 
overwhelmed by the selection of armies they can produce. Barbarian infantry 
can attack flying units, and their spears do carry-through damage - they're the 
only choice to put in defensive towers, since barbarians have no archers. The 
rider is a decent cavalry army with very good speed, but the only true star 
here is the reaver. He has great combat ability, can convert buildings, and is 
the army of choice when fighting large creatures like minotaur kings. Perhaps 
the only real advantage barbarians have over other races is the market 
feature for trading one resource for another. 


You will get a kick out of the thrall, the barbarian's building army. Select a 
thrall, and you'll hear it make groveling remarks like: "Please don't hurt me. 
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master!" or "Your wish is my command!" Leave a thrall without an order, and 
soon he'll be scratching his rear end as he wonders what will happen to him 
next.... 

Minotaurs 

Available professions: Warrior, rogue 
Leadership bonuses: Minotaur, ore 
Leadership penalties: Undead 

Minotaurs have as few armies as barbarians, but they are considerably 
scarier. The minotaur king is a hulking giant with a high hit-point level who can 
cause fear, convert buildings, attack flying units, and whose attack ignores 
enemy armor levels. Like ores, minotaurs can produce basilisks with ranged 
attacks that turn enemies to stone; they can also build goblin shamans. The 
minotaur flying units are strengthened by the inclusion of the griffon, and their 
shipyards can create the mighty destroyer. 

Undead 

Available professions: Warrior, wizard 
Leadership bonuses: Ores, minotaurs 
Leadership penalties: Humans 

You control the undead during the climactic battles in the Path of Darkness 
branch of the campaign. It's unlike any other race in that you don't have to 
construct separate buildings to create different units; all undead armies start 
out as skeletons that must be upgraded on the field of battle. Skeletons can 
be transformed into either wights or wraiths; a wight can then be upgraded to 
either a slayer knight or a liche, while a wraith can morph into a shadow. 
Slayer knights cause chaos among enemy troops, and the wraith and liche 
can attack flying units. The undead palace produces the vampire that can 
convert enemy buildings and drains hit points from enemies to weaken them. 

The undead flying units aren't particularly impressive, and naval armies are 
limited to the ferry and elven galleon. But the ability to transform armies to 
more powerful forces at any time during a battle is something you shouldn't 
underestimate. 
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Humans 

Available professions: Warrior, wizard, rogue, priest 
Leadership bonuses: Human, high elf, dwarf 
Leadership penalties: Ore 

You control human armies during more missions in the campaign than any 
other race. Though the pikemen does double damage against cavalry, his 
average speed and armor make him more of a utility unit than anything else. 
Your archers, or squires, can be upgraded to shoot flaming arrows, and you 
can use the cathedral to improve your knights' performance in a variety of 
ways. The biggest advantage the humans have over other races, however, is 
the ability to produce generals - armies that can convert enemy buildings - 
with only a level 4 palace. Additionally, your mages cast a wide variety of 
spells that can aid you in a number of ways. White mages can heal your 
armies, red mages cast damaging fire spells, and black mages can drain the 
mana of powerful enemy armies, so they can't hurt you with f/7e/r spells. 
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Chapter Three 

Combat and GameplayTips 


There are myriad strategies and tactics you can use in the Tears of Dawn 
campaign, and as you get deeper into the game, you're sure to come up with 
your own favorite techniques. But there are a few basic rules you should 
follow throughout the missions, and though not all these tips apply to every 
scenario, you should be aware of them, so you'll know how to follow them 
when necessary. 

Be Aggressive 

Sitting comfortably near your palace producing armies as quickly as you can 
seems like a safe strategy, but it's all for naught unless you take bold moves 
to swing the tide of the battle in your favor. There are two ways to be 
aggressive: seek out enemy armies and seize enemy buildings and 
resources. In battles where you face two or more opponents, it's often a good 
idea to set your eyes on the weaker of the two. Try to defeat it first and claim 
its buildings and resources as your own. In some battles, however, you simply 
won't have enough firepower for this type of offensive action - but that won't 
stop you using your hero and generals to sneak around the map and convert 
resources while avoiding combat. Remember, every mine you control means 
less resources for the enemy. You'll naturally want to grab the resources you 
need most for building armies - gold for humans, crystal for elves, stone for 
barbarians, and so on - but it's also wise to seize the mines most valued by 
your opponent to slow down his production. 

Don't Use the Minos Touch 

Minos is a fairly strong army, and in some battles, you have little choice but to 
throw him into battle with all your other armies to stave off defeat. But you 
should seriously consider withdrawing him to a place of safety once an initial 
enemy onslaught has been repelled. His bright green trappings should make 
him easy to spot, but the battles in Warlords: Battlecry can become such 
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melees that it's all too easy to lose track of him. When you realize he's taking 
damage, it's often too late to extract him from danger. It's this simple: He dies, 
you lose. He simply doesn't bring enough to the table to consider using him in 
combat except as a last resort. 

Chests and Quests 

Nearly every mission in the Tears of Dawn features at least one quest shrine 
and treasure chest. The walk-throughs generally don't mention either because 
the contents of each can change each time you try a mission, but you should 
look over the map provided to find the location of quest shrines and have your 
hero pay a visit to them at the first opportunity. Some quests merely involve 
the payment of a resource or answering a riddle, while others ask you to 
perform feats of valor by converting or destroying enemy buildings or killing 
enemy armies or heroes. Except for the riddles, you can always decline a 
quest and return to it later when you're in a better position to make payment or 
achieve the quest goals. It doesn't make sense to accept a quest involving the 
razing of ten enemy buildings at the start of a battle when you simply don't 
have the manpower to pull it off. On more difficult missions, however, you can 
generally count on the quest shrines offering a quest you can usually fulfill 
right away in return for an army or resources you desperately need. 

Be sure to visit every treasure chest you see on the map. They provide items 
that can increase your hero's performance in a variety of categories from 
combat to morale. 

Check the Weather 

If your hero is skilled in nature spells, you'll want to acquire the change 
weather spell as early as possible. Certain types of weather are beneficial to 
your armies and detrimental to others: this is particularly true when you're 
controlling the undead against humans and dwarves, both of whom suffer 
combat penalties at night (and dwarves are given an additional penalty during 
rain). Remember, the undead palace can be used to bring on nighttime once it 
reaches level 5. Check the weather effects table on page 46 of the Warlords 
manual for more details. 



GameSpot Game Guide: Warlords: Battlecry 


The Company You Keep 

Ensuring that your best armies survive each scenario can make the latter, 
more difficult missions in the campaign considerably easier to win. Warlords: 
Battlecry has been designed so that you lose any armies you that were killed 
in a battle when you're defeated; the only way you can see them again is to 
load a saved game before achieving victory. That's right: If you win a battle, 
but lose an important army, there's no getting it back. So remember: Save 
your game as soon as the scenario starts. If you lose an important army, this 
will let you exit the scenario before you win it and attempt to complete it 
successfully without losing the army. 

Towers of Power 

Towers are costly, but they can be lifesavers in missions that pit you against 
heroes who cast powerful spells or in which you're severely outnumbered from 
the get-go. Erect towers fairly close together, so they can provide defense for 
each other, and be sure to put the appropriate units into them: squires, spear- 
throwing barbarians, ores or goblins, mages, and so forth. Another key 
advantage of towers is that they provide a safe haven for characters whose 
survival is part of the victory conditions for a scenario as well as a refuge for 
your hero, where he can regenerate after taking a lot of damage during battle. 
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Chapter Four 

Resource and Production Tips 

Warlords: Battlecry focuses heavily on combat strategy and tactics, but take it 
from us, you stand no chance of winning unless you make the most of the 
resources at hand. After all, it's hard to put your grand military schemes into 
effect if your buildings can't produce armies because you lack a vital resource. 
Here are a few pointers to help guarantee you gain the resources you need 
quickly and maintain them over the course of the scenario. 

Maximize the Command Radius 

We didn't provide you with maps for nothing - study them and determine the 
places where your hero's command radius will envelop the most resources. 
Anything inside that radius can be converted, and since his radius is so much 
larger your generals', you'll want to place him in spots where multiple mines 
can be converted simultaneously. You can also use your hero's large 
command radius to sneak up to enemy buildings and convert them; the 
enemy might attack them after you're done, but that means they're wasting 
time destroying what they just built. If they don't destroy a building you've 
converted, use it to produce armies near the heart of enemy territory. 

Man the Mines 

Except for elves, all races can increase the production of mines by sending 
their builder armies into them. When controlling the ores or undead, for 
instance, you should seriously consider building at least one palace whose 
only purpose is the creation of what's essentially slave labor. Set a rally point 
near the mine containing the resources you're running lowest on and be sure 
to order the armies into it. Even if the race you lead can build the market, you 
should still cram as many bodies into the mine as you can. 
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Visit the Market or Inn 

Humans, dwarves, barbarians, and high elves can all build the market. While 
it doesn't seem as crucial as an archery range or stables, its presence can be 
the deciding factor in many battles. Upgrading the market after it's built 
increases the output of your resources, and when combined with fully manned 
mines, the effect is startling. Even more important is the ability to trade one 
resource for another, especially when controlling races such as elves or 
barbarians that rely on one resource more than any other. 

Wood elves and dwarves can build an inn, but for different reasons. The 
dwarves' inn improves morale and lets their infantry use the drunkenness 
ability for greater melee damage. The wood elves' inn improves morale and 
also allows for the same trading ability enabled by the market. 

Put Converted Buildings to Work 

The palace for all races has a very special feature: it can actually convert 
resources and other buildings within a very large surrounding area. The 
conversion process is slow, to be sure, and you can't use the palace for other 
uses while the conversion takes place. But in many scenarios, you'll be 
building multiple palaces to let your hero control more armies. If you build one 
near an enemy's building or resources he controls, you might as well put it to 
work converting them for you. 
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Chapter Five 

The Tears of Dawn -The Single-Player 

Campaign 


Here's what you came for - walk-throughs and advice on winning all 36 
scenarios in Warlords: Battlecry. In creating this guide, we played the game 
on the medium difficulty setting. The only cheat code used in creating this 
guide is lAMSEER, which reveals the entire map and enemy locations. We 
used it for creating the maps you see before each mission, but we took the 
screen captures only after we'd won the scenario fair and square. 

You'll notice we've listed our results after each mission, but you'll also see 
there are a couple of "unknowns" after the experience points listing. Because 
of Warlords: Battlecry's strange save-game system, there's no way to load a 
saved game and play a mission again to see if you can better your experience 
point totals - you're out of luck if you didn't note the points the first time 
around. And even on some missions we didn't replay, it gave us zero 
experience points - perhaps because we'd used the lAMSEER cheat code 
earlier to take a screen capture of another map, and the program thought we 
were still cheating. We don't know for sure, so all we could do is put 
"unknown." 


Naturally, there is no single right way to win any of the scenarios in a game as 
richly complex as Warlords: Battlecry. Much will depend on the profession you 
choose for your hero and how you develop him as the campaign progresses. 
For this walk-through, we chose a warrior for our profession and specialized 
as a barbarian - an excellent choice during the first half of the game, but one 
that deprived us of many spells we would have loved to have had later in the 
game. But the beauty of Warlords: Battlecry is that there's a way to win no 
matter which selections you make because the array of armies at your 
disposal is so varied and well-balanced. It's quite possible another approach 
will work for your hero. These walk-throughs focus more on enemy 
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dispositions, locations, and behaviors than on your single hero's particular 
skills. 

To avoid confusion, please note that the word "palace" has been used in 
place of "ziggurat" when describing the keeps of barbarian races (minotaurs, 
ores, and barbarians) because the two perform essentially the same functions. 

How to Read the Maps 

At the start of each mission walk-through is a map to help you locate 
resources and see the locations of enemies. Although it's not exactly high- 
resolution, it does provide you with the information you need to make 
intelligent command decisions. We'll tell you which colors represent which 
forces. On some missions, you'll see many dots of a certain color, indicating 
the enemy already has armies on the field of battle, and on others, you'll 
simply see a colored square, indicating a camp that's being built. In addition, 
you'll also see triangles dotting the terrain: These are the resources you need 
to produce armies and construct buildings. 

Aquamarine = Crystal mines 
Light blue (very light) = Ore mines 
Yellow = Gold mines 
Gray = Ouarries (stone) 

Also, almost every single map contains white squares - these are locations 
where your hero can undertake quests during the course of a scenario (see 
the section on combat and general gameplay tips). 

Chapter One: The Prophecy 

The land of Gaurdia has enjoyed peaceful prosperity for years - but now, it's 
been shattered by the inexplicable appearance of vile, evil creatures 
rampaging through the countryside. King Minos and General Paridian are 
determined to get to the bottom of these disturbing events. As a guardian 
knight, you've been given the chance to aid them in their quest. Perform well, 
and you can count on being given control of your own armies in the struggle to 
return peace to the land. 
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Episode One: Undead Patrol 

Victory conditions: Destroy all undead around Esgaard Tower; Robert, 
Minos, and your hero must survive. 




Map and starting forces; undead patroi (purpie represents undead, biue 
represents human forces under your command). 

Your options are rather limited in this mission: There's no construction to 
perform, and the only path your troops can take is through a narrow valley that 
Minos rather speciously notes is a good place for an ambush. However, you 
can minimize your casualties by setting an ambush of your own. 

Divide your armies into three groups - two groups of pikemen, commanded by 
your hero and Minos, and the archers led by Robert. Have the archers form a 
line at the mouth of the valley, then send Minos in to lure out the undead who 
block the way; he'll take a hit from a bolt of lightning, but he's strong enough to 
take it and survive. 

It might take several tries, but eventually, the valley will be clear, save for a 
spellcaster on the right-hand cliff. You could attack with squires shooting up at 
her, but you'll doubtless lose a man or two - and you'll want all the ranged 
weapons you can get to soften up the other groups of undead that lie ahead. 
Instead, place each of your three army groups into column formation and have 
them hug the left cliff wall to avoid taking damage. 
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Because the undead forces are splintered, you can use the whole of your 
force against each stronghold. Form your pikemen into a line with your five 
squires behind them. Then, once again, use Minos' speed and strength to lure 
undead by twos or threes into the jaws of death you have prepared for them. 
After wiping out one outpost, regroup and advance to the next. Killing Drax 
should pose little or no problem - he's as much a sucker for Minos' bait as his 
troops. If Minos should take damage, use your hero and Robert to finish the 
spellcaster on the cliff to end the battle. 

Our Results 
Armies lost: 3 
Armies killed: 34 
Experience points: 12 

Episode Two: The Base Camp 

Victory conditions: Find enough stone to build a level 3 palace; Robert, 
Minos, and your hero must survive. 



Starting positions of friendly and enemy forces for base camp mission 
(blue represents humans, green represents ores). 

A glance at the starting map reveals that you are heavily outnumbered. But in 
this mission, you can convert mines and quarries to supply you with raw 
materials. You have two major priorities as the battle opens. Send troops 
eastward to the bridge and place them in guardian attitude to prevent 
incursions by ores into your camp. Order a mage (if you selected one for your 
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retinue) to convert the resources closest to the camp, while your hero sallies 
forth to convert mines farther away. 

Achieving the victory conditions is no great problem. Once the bridge has 
been garrisoned, send your hero and Robert to the northeast to claim a 
couple of mines. You'll find a quest opportunity to earn a greatsword for your 
hero. Since all it requires is killing seven ore armies (that is, seven ore units), 
you can achieve it in short order. Have your hero pick up all carts of stone he 
finds and be sure to send peasants into the quarries to maximize production. 

Back at the base camp, you should build barracks at the very least; if you 
have plenty of resources, also build an archery range and a smithy. In addition 
to posting guards to the east, send some troops to the southeast and north to 
serve as a holding defense against ore assaults; even if these small forces are 
overrun, reinforcements from the bridge and new troops arriving from the 
barracks should beat back any attack. 

To get out of the battle with the fewest casualties, simply focus on collecting 
stone and achieving that level 3 palace as quickly as possible. If you'd like to 
see your blade draw blood, head east into the ore camp - your best approach 
is to lure some across the bridge into an ambush, then send a force to the 
southeast before striking back to the northwest. (You can gain instant stone 
by smashing down enemy fortifications along the way, but watch out for long- 
range siege weapons.) We chose the easy way out, which saved many of our 
armies, but even if you gather gold and stone as quickly as possible, there's 
still a good possibility you'll suffer significant casualties. 

Our Results 
Armies produced: 15 
Armies lost: 2 
Armies kilied: 29 
Experience points: 12 

Episode Three: Rescuing Elana 

Victory conditions: Hold out for 30 minutes; Elana, Robert, Minos, and your 
hero must survive. 




Starting positions for human and ore forces (blue represents your 
forces, red and black represent ores). 

Besides erecting a palace as soon as possible, you must spirit Elana away to 
a safe place - we suggest the western edge of the map behind your camp. 
Keep in mind, however, that Elana packs considerable firepower of her own. If 
things get dicey in the latter stages of the battle, she can cast fireballs that will 
bring down airborne units like giant bats that are likely to strike the palace. 
You have a limited number of mines available to you, and gold in particular 
will be hard to come by. When you're producing peasants, be sure to make 
extra to man the gold mines. 

Your objective is simply to hold your ground for 30 minutes until 
reinforcements arrive. To do that, you must seize the ground surrounded by 
the three broken walls of a shattered building. But you also must be careful 
not to deploy troops within the range of the siege weapons inside enemy 
towers erected just to the right of your camp. As far as exploration goes, 
forget it; the best you can hope for is to divert some ogres who probably won't 
be attacking your fortified position anyway. There's a slim possibility you could 
rush in enough troops to destroy the eyries producing the giant bats, but the 
drain on your main defensive capabilities would be severe, and the chances of 
inflicting significant damage slim. 


Naturally, you'll want to build a barracks followed by a smithy, then upgrade 
the palace to level 2, so you can build an archery range. Flaming arrows are 
expensive, but they'll prove so decisive in repelling the final ore attack that you 
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can expect to finish a few minutes before the deadline expires. Though it's 
tempting to build stables and create mercenaries, your resources in this 
mission are better spent on masses of squires fronted by pikemen. 

Your main body of troops should be concentrated inside the crumbled walls; 
to maximize their effectiveness, place at least two lines of troops there with 
your hero and preferably a white mage in between them. Your hero will 
strengthen your armies' fighting abilities, and the white mage can use his 
group heal to bring wounded armies back to full strength in between the 
assault waves. 

There's little or no threat of any attacks sweeping around from the northwest, 
but ore raiding parties led by an ore hero might try to seize your mines to the 
south. Be sure to put at least a few pikemen and squires there - even if they 
die, you'll be alerted that they're under attack and can rush reserves there to 
save the day. Expect one or two heavy attacks as time is about to expire, but 
these should be beaten back relatively easily (though at some cost in troops). 
The most significant threat will be a swarm of giant bats - be ready for them 
with squires armed with flaming arrows! 

Our Results 
Armies produced: 77 

Armies lost: 37 (Note: Some were sacrificed to allow production of stronger 
units) 

Armies kilied: 154 
Experience points: 19 

Episode Five: The Gap of Palmyr 

Victory conditions: Clear all minotaurs from the Gap of Palmyr; all major 
characters must survive. 

There are no enemies ready for combat when you begin the Gap of Palmyr 
mission - but there soon will be. An impressive number of buildings lie in wait 
to begin cranking out hordes of enemies, and the approach you take in 
destroying them - and in acquiring much-needed resources - will decide the 
outcome of the battle. 
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Starting positions for the Gap of Palmyr (blue represents your forces, 
red and black represent minotaur forces). 

It's oh-so-tempting to spread yourself thin by converting, then trying to 
garrison the three major resource regions in the lower half of the map: one 
very nearby to the east, another to the southeast, and a third at the eastern 
edge of the map. But keep in mind that the enemy has not yet assembled 
significant forces. If you take your time trying to build up the best forces 
possible, you can rest assured, he'll be doing the same. What you need here 
is a blitzkrieg-style strike right into the enemy's heart that will crush his ability 
to make war against you. Once you kick in the door, the whole rotten mess 
will come crumbling down in surprisingly easy fashion. 

Because a mage has a limited conversion range and all the valuable 
resources are grouped in twos and threes, your best option when choosing 
your retinue is to go for firepower. Choose one peasant to build the palace 
and three squires to give you the punch your raiding party will need to disrupt 
enemy production. Order the squire to build a palace and have your hero 
convert the aforementioned mines. Meanwhile, have Minos, Robert, and all 
your squires assume a column formation and run the gauntlet through the 
Gap of Palmyr (in the middle of the map). With any luck, they'll emerge 
relatively unscathed in enemy territory - and at that point, they can begin a 
rampage to destroy every structure they encounter. There's an extra benefit to 
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this besides depriving the foe of supplies: Destruction of mines gives you an 
immediate boost in your reserves of that specific resource. 

You must, of course, protect your base camp against attacks, so immediately 
build a barracks after the palace is complete and start cranking out pikemen - 
it's quantity rather than quality that counts this early in the battle. Set a rally 
point close to the gap; this is not only a point where enemies are likely to 
attack, but also relatively close the trio of mines at the far eastern edge of the 
map, letting you rush your pikemen there in case an enemy hero tries to 
convert them to his side. 

If your strike force penetrates into enemy territory early enough, it will be 
practically unopposed save for its assaults against enemy palaces and other 
significant structures. Robert and Minos must survive, so keep an eye on their 
health whenever they face opposition - run away if things get chancy. When 
we tried this strategy, we encountered practically no resistance, letting us 
build up our palace (which means more armies and better buildings) with 
almost no worries of a counterattack. 

To finish the battle, you must destroy all enemy structures, including the ones 
at the far northwestern corner of the map. Once you gain the initiative, 
however, you should take your time in delivering the coup de grace. By 
upgrading the palace to its maximum levels and building every production 
facility possible, you'll find that more powerful units such as the pegasus and 
mages can be produced that will be available for selection in your retinue in 
the next mission. 

Our Results 
Armies produced: 56 
Armies lost: 12 
Armies kilied: 22 
Experience points: 18 

Episode Six: Aelfwine's Cave 

Victory conditions: Elana must find Aelfwine and bring him back to the 
wagons; all characters must survive. 


Your back literally is against the wall in this battle - all you control is a tiny 
toehold in the southwestern corner of the map. To succeed, you must rapidly 
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convert all nearby mines, erect a few defensive towers to protect your base a 
you build troops, and be careful never to take on too many enemy armies at 
one time. There are two minotaur bases to the north and an ore base to the 
east, so you're seriously outnumbered. 



Starting positions for Aeifwyne's cave (biue represents your forces, 
purpie and black represent the minotaurs forces, and red represents the 

ores). 

When selecting armies for your retinue, seriously consider taking a white 
mage. His healing abilities can extend the productivity of every army you 
build. It's also crucial that you upgrade your palace to let you control more 
troops and build a cathedral, so you can produce knights. Knights are the 
most powerful armies you can wield against the stronger enemy armies such 
as ogres, giants, and minotaur kings. 

Naturally, you'll build a palace immediately; as soon as a peasant begins work 
on it, right-click on it and start the upgrade to level 2. You must rely on three 
groups of mines for your resources: the crystal and gold mines at the camp, 
the trio of mines to the north, and another trio of mines just to the west. 
There's a lone gold mine a bit further north, but it's so close to the nearest 
minotaur base, that you're better off simply destroying it for a quick injection of 
gold into your treasury rather than trying to convert it and hold off the 
inevitable minotaur attacks to reclaim it. 


Be sure to have your hero pick up the stone and gold that are in crates near 
the first two sites. After converting these, build two barracks - one on the east 
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and one on the west - and a smithy, so you can upgrade your pikemen's 
melee strength and armor protection. For the meantime, try to avoid drawing 
the ire of the basilisks and minotaurs perched atop the plateau near your 
camp. Now, take down the minotaurs protecting the third mine to the east and 
convert it. If possible, erect a couple of towers guarding the eastern gap. By 
now, your palace should be level 2. Then, build an archery range and stables. 

There are two steps you can take to maximize the resources generated by the 
mines you've converted. One is to have the palace crank out a steady supply 
of peasants and cram them into the gold mines as quickly as possible. The 
other is to build a market, which increases the resources generated by each 
mine you control. Producing armies is a top priority, but don't generate a slew 
of inferior troops. Upgrade the squires arrows, so they do more damage 
(flaming arrows are the best, but they are quite expensive). When your palace 
reaches level 4, upgrade all your knights. 

If you're not careful, the minotaurs will launch raiding parties. But the biggest 
threat is the ores to the east, so you should place just enough defenders to 
the west to protect your holdings (or at least harass the minotaurs until you 
can rush help to the scene). Whatever you do, don't try to attack the ores and 
minotaurs simultaneously. You should instead crush the ores in systematic 
fashion - take the plateau, smash the buildings they try to construct closer and 
closer to your base, and launch a full-blown offensive when you've finally got 
powerful armies like knights, the peagasus, and squires with flaming arrows. 
You probably can't sweep through the entire base in one attack, but after two 
three assaults, the ores will be so battered they can't rebuild quickly enough to 
beat back your attacks. Eventually, you'll reach a spot where you can see 
Aelfwine - but a river blocks your way. To reach him, you must travel 
counterclockwise from your base, taking you right into the heart of the two 
minotaur bases. 

Both minotaur bases are guarded by towers with catapults, and these can 
take a dreadful toll on pikemen. The best approach is to build an army group 
comprising knights, several pegasi, and squires and have it attack one tower 
at a time. You'll take heavy casualties, but the towers should come down 
quickly with so much firepower directed at them. Once they've been reduced 
to rubble, your armies can range through the first camp destroying basilisks 
and minotaurs. 
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The second minotaur camp, further to the north, is even more heavily fortified 
than the first. But by this time, you can take the time to construct a fresh army 
group similar to the first and unleash a sledgehammer assault on the walls 
and towers that form the entrance to the base. Then, move inside and start 
mopping up. The minotaur kings are rugged opponents, but by now, you've 
got numerical superiority. Only when you're sure the entire area is safe should 
you escort Elana to Aelfwine's castle and return to the wagons. 

Expect to lose this battle several times simply because the odds are so 
stacked against you. B also feel very proud when you finally trample the 
forces of evil underfoot. 

Our Results 
Armies produced: 188 
Armies lost: 138 
Armies kilied: 219 
Experience points: 18 

Episode Seven: Return to Esgaard 

Victory conditions: Find assistance to escort Aelfwine to the library; all major 
characters including your hero must survive. 



Starting position for Return to Esgaard (blue represents your forces, 

black represents the undead). 

At first glance, your task seems daunting: Escort Aelfwine through a 
seemingly endless supply of undead armies. But things aren't nearly as bad 
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as they seem. For one thing, Aelfwine packs quite a punch - he can hurl 
fireballs in battle and cast a ring of fire spell that toasts anything within a fair 
distance of him. Another advantage that you have is massive reinforcements. 
It's true that the bulk of them are mere peasants, but what they lack in combat 
quality, they make up for in sheer numbers. To recruit them, simply have you 
hero walk to the front door of each house; you'll want to do this at every 
cottage on the eastern side of the river that splits the map in two. 

After recruiting all the peasants on your side of the river, form your armies (not 
peasants) into a line running north to south and set it in guardian mode. Next, 
send Minos toward the bridge and lure a few undead skeletons toward the line 
- spells and arrows will mow them down. Repeat this process until the area on 
the western side of the bridge is cleared of enemies. Now, move your armies 
across the bridge and repeat the process; here, a good tactic is to have 
Aelfwine run out between the two hills where the towers are and unleash a 
ring of fire to destroy three or four undead at one time before scurrying back to 
the safety of the line you've formed. Do this judiciously, and you can lure away 
almost all the skeletons guarding the tower on the southern hill. 

Now, comes the bloody part. You must claim one of those hills, and to do that, 
you must destroy the tower. The best choice is the southern tower (closer to 
the bottom of the screen) because that's the path your armies should take 
once they have some freedom of movement. So mass the peasants (along 
with a squire or two to help bring down the skeletons) and charge that hill and 
attack the tower. Once it's been destroyed, you will effectively have created a 
base of operations. 

Move all your remaining forces to safety on the plateau. You'll see two 
cottages just to the west of the plateau - but close by are several undead 
armies. Position Elana, Robert, and your squires on the western edge of the 
plateau, then send Aelfwine out to destroy a few undead with his ring of fire 
and bait the others into walking close to the plateau. Soon, the bottom 
western half of the map will be clear. 

Now, carefully move all your troops near the cottages, selecting just a few at a 
time and making sure they hug the cliff face to avoid detection by undead 
standing in the road to the north. Once you have all your armies and peasants 
there, send your hero north along the western edge of the map. Soon, another 
contingent of peasants behind the library comes into view. If you see them on 
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the map, you can control them, so group-select them and send them to the 
front of Esgaard Tower. When they arrive, a large force of knights will become 
visible, and you can order them and the peasants to attack the undead 
protecting the entrance to Esgaard Tower from the rear. You can also use 
your starting armies to help finish off any remnants, but be sure your key 
characters are safe - you might want to save your game before launching this 
final assault. 

Our Results 
Armies produced: 76 
Armies lost: 43 
Armies kilied: 117 
Experience points: 27 

Chapter Two: The Two Tears 

With Aelfwine safely in Esgaard, he can begin to unravel the causes for the 
dreadful upheavals that rock the land. But the threat will not abate simply 
because Aelfwine is busily at work in his study: Undead and ore armies pillage 
the land, and even though they fight amongst themselves, the danger to the 
innocent inhabitants of Gaardia is undeniable. Once again, you must join with 
the forces of King Minos and General Paridian in an attempt to halt the havoc 
they wreak - even though you've begun to have some misgiving about the 
true nature of the hearts of these powerful men. 

Episode One: Scouting the Land 

Victory conditions: Scout out the land and find a way to get an army into the 
undead camp; all major characters must survive. 

You must understand one thing before starting this mission: Getting an army 
into the undead camp doesn't mean it has to survive for any length of time. If 
you can get a dwarf runner up the ramp leading to the base, you will win this 
mission. Getting to the base, on the other hand, can be more difficult than it 
might seem if you take a kill-'em-all approach. 
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Starting positions for scouting the land (biue represents your forces, 
purpie represents the undead; biack represents the ores). 

Examine the map closely: There are three positions that you should visit 
before moving to the north to the undead camp. The first, at roughly a 1 :00 
position, is a smithy. There are ores, basilisks, and giants blocking your path if 
you try to head straight for it. But, if you hug the western side of the map, then 
head west along the top region, you can bypass them and reach the smithy 
safely. Have your hero convert it and choose the option to upgrade your armor 
- upgrading your melee abilities aren't much good with so many squires under 
your control. There's also a battering ram here; drag it along if you like, but 
chances are you can get by just fine without it. 


The second location, almost in the middle of the map, is a circle of magic 
mushrooms that reveals two unicorns when your hero enters it. The third 
location is also a circle of 'shrooms; this one contains two sprites. Be 
extremely cautious as you move from each location, however - the woods are 
full of undead and ores. The best strategy is to send dwarf runners ahead, 
then have them lure two or three enemies at a time back to where your armies 
are lying in wait. 


We have one piece of advice here: Only attack threatening enemies. Zombies 
are standing around all over the place, and while they're easily killed, they can 
also transmit disease. If your hero is infected, his strength and speed are 
slowed considerably. 
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After you've gathered all your reinforcements, make your way westward along 
the bottom portion of the map, turning north when the huge rocky plateau 
comes to an end. Advance northward cautiously until you find the towers that 
are guarding the ramp leading into the undead camp. You don't need to 
destroy both towers to get inside the camp, but taking down the one on the 
right is a good idea. The best tactic for destroying towers is to send a dwarf 
runner on a zigzag path toward the tower to draw its fire, then rush in with the 
unicorns, Minos, and Robert and quickly smash it down. 

Once the right tower is down, use a dwarf runner to lure a few undead back 
into a defensive line you've formed nearby. After you've done this two or three 
times, you can send a dwarf runner far enough up the ramp that the victory 
conditions will be met. You'll note in our final results that we lost a 
considerable number of armies, but that's because we weren't aware that the 
victory conditions were so lenient. Since you do have this knowledge, we 
expect your numbers to be much better! 

Our Results 
Armies produced: 5 
Armies lost: 14 
Armies kilied: 92 
Experience Points: 29 

Episode Two: Orcgate 

Victory conditions: Destroy the ores and undead to clear a way into the 
mountains; all major characters must survive. 

Undead to the northwest and ores to the northeast would seem to spell major 
trouble for anyone trying to reach the mountains, but you have several factors 
working in your favor. Elana's observation that it would be a good idea to get 
the ores and undead to fight each other instead of teaming up against you is 
more than just breezy conversation. After securing your camp, you should 
take steps to ensure that happens. Another advantage is that you shouldn't be 
hurting for resources. There are plenty of mines to the east and west of your 
start position, along with crates full of gold, stone, and crystal. 

While your palace is under construction, send your hero first to the west and 
then to the east to convert mines and grab any resources lying about. In the 
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meantime, have the rest of your armies march quickly to the northeast and 
destroy several mines controlled by the ores (your hero should convert the two 
mines to the southeast of the sinister cave with the skull entrance, however). 
This will give you an instant infusion of resources and simultaneously deny the 
ores the raw materials they need. A few ores will come out to challenge you; 
destroy them and return to guard the camp. 




Starting positions for Oregate (biue represents your forces, red 
represents the undead, black represents the ores). 

Position your armies northward, close to the junction of two paths - one heads 
east and curves north into the ore camp, while the other runs north into the 
mountains. Set them in guardian mode, so they won't leave the posts to chase 
down a stray ore or skeletal warrior. Meanwhile, you should already have built 
a barracks, a smithy, and be in the process of upgrading the palace to level 2. 
Cavalry (especially knights) play an important role in this mission, so erect a 
stable as soon as you can. The threat of giant bats and harpies will soon 
become apparent, so you'll also want to construct an archery range. 

When you feel relatively confident about your camp's security, send several 
knights northward into either the ore camp and have them lure ores into the 
undead camp. The two races aren't allies, and when they get within a certain 
distance of each other, they'll begin fighting. The undead will win, and you can 
then have them follow the knight back into the ore camp and again incite a 
fight. The only drawback to this strategy is that invariably a few undead will 
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wise up and head south toward your camp, but your defensive line should be 
plenty strong enough to beat them back. 

Keep a close watch on your camp's perimeter. As you busy yourself with the 
construction of your armies, an undead hero can sneak in the back door and 
not only covert your resources, but your keeps as well. We should know, it 
happened to us, and it came as a very big surprise when our own armies 
began firing on what had been their own palace and archery range. Expect 
waves of giant bats and harpies to assault your palace and other keeps. In 
addition to the squires you've produced, you can use Robert and Elana to 
guard crucial buildings against airborne attacks. 

After constructing a cathedral, you can upgrade your knights to do triple 
damage against the undead. When you've achieved this ability, assemble a 
large force of knights and send them directly into the heart of undead territory. 
Have some knights destroy towers, while others attack critical structures such 
as the palace, barracks, and eyries. This should spell the beginning of the 
end, and the rest of the battle will be a matter of mopping up remnants. 

Our Results 
Armies produced: 103 
Armies lost: 44 
Armies kilied: 219 
Experience points: 30 

Episode Three: The Blue Shard 

Victory conditions: Your hero must discover the source of the undead 
power; all major characters must survive. 

Robert's scouting report makes things sound pretty grim. But while there are 
three undead armies surrounding you, only one - to the north - poses any type 
of significant threat when the mission begins. What's more, it's highly unlikely 
the northern undead armies will even approach you unless you provoke them 
first. 

There are plenty of mines to the east and west, so it's a good idea to bring a 
mage with you into this battle to help you convert them more quickly; you 
should also select as many knights as possible because of their effectiveness 
against the undead. While your palace is being constructed (you should 
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always take at least one peasant into battles to allow construction), send your 
hero and any mages out to convert mines. There's also an undead cathedral 
to the west you can convert, saving you the time and resources needed to 
build one later in the mission. 



Starting positions for the Biue Shard (blue represents your forces; 
purpie, red, and black represent the undead). 

Assemble Minos, Robert, all your knights, and any other armies not in use and 
head west. Your objective is to destroy the undead palace there before it's 
even completed. With any luck, you can totally defeat this western force and 
return the armies back to your camp in the center of the map. Naturally, you 
should have ordered your peasant to build a barracks and a smithy 
immediately after completing the palace. 

Use pikemen to guard your eastern perimeter, then gather all your major 
armies including your hero and head east. You will face resistance, but if 
you've moved quickly, there shouldn't be too many undead to destroy. This 
time, however, you don't want to destroy the two undead palaces. If you 
convert them, you can have them pump out peasants to man the myriad 
mines you've claimed, and by upgrading these palaces, you can expand the 
number of armies you can control. By this time, you should have a veritable 
production juggernaut rolling along and be producing knights and squires (with 
flaming arrows) to aid the pikemen in guarding your camp's eastern and 
western borders. It's highly unlikely the undead will attack through the narrow 
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pass leading to the northern undead camp, but it's still a good idea to erect a 
couple of towers to slow any incursions by the enemy. 

Use the cathedral you converted to upgrade your knights in all possible ways 
and upgrade your main palace to level 5 so you can produce a dragon. You 
might find yourself running low on crystals and gold because of your ambitious 
production goals, but just keep sending peasants into mines to increase their 
output. And don't forget the value of the market. The first three upgrades there 
gradually increase resource production, and the final upgrade lets you trade 
one type of resource for another - perfect if you have a surfeit of ore or rock, 
but are running low on gold or crystals. 

Once your knights have been upgraded, and you've got a dragon (or at least a 
few pegasi), it's time to unleash a blitzkrieg assault. By now, victory is assured 
regardless of which way you approach the undead camp, but you'll minimize 
your losses if you use a sweeping clockwise or counterclockwise movement; 
attacking up the middle exposes your flanks. Just as with the Orcgate mission, 
the remainder of this campaign will consist of chasing down stragglers and 
destroying undead buildings. 

Our Results 
Armies produced: 99 
Armies lost: 9 
Armies kilied: 88 
Experience points: 46 

Episode Five: The Library 

Victory conditions: Find the ancient library and have Elana and your hero 
search it for clues; all major characters must survive. 

In the search for the library, you get to pick your position. A slew of ores 
(including giants and deadly defensive towers) blocks your way if you head 
through the middle of the map or skirt the southern coastline along the shore 
in a boat, and a host of undead guards against taking a northwesterly 
approach. 


The idea of converting the shipyard and building boats to ferry you safely to 
the southwestern corner of the map is tempting. But on closer inspection, it 
has significant disadvantages. Regardless of where you disembark, you run 
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the risk of encountering giants - and they can really put a hurt on you with the 
boulders they toss. There are also defensive towers to sneak past, and you 
might lose an army or two in the process. But you should use it to build a ferry 
and head out to the island in the southeast and grab a few items for your hero. 



Starting positions for the Library (blue represents your forces, purple 
represents the undead, red and black represents the ores). 

Choose the undead route, however, and there's a good chance you can get all 
the way to the hedges that form the entrance to the library without any 
casualties at all. First, send your hero to every human tower and round up all 
the troops they house. Begin the march toward the undead, using the 
technique of luring undead armies into a defensive line formed by your 
mages, knights, squires, and major characters. Slowly advance westward 
along the northern edge of the map, killing undead as you encounter them. 
You might run into an ore or two as you near the library at the northwest 
corner of the map, perhaps even a giant, but you've got large number of 
armies, and they should pose no problem. 

Gather your armies at the hedges and lure a few ores into a hail of arrows 
from your squires. Repeat this process to kill all the ores and the giant to the 
right, then send all your armies rushing through the entrance and toward the 
left of the library. Overwhelm the giant with a massed attack, then use a 
pikemen as bait to draw the enemy hero to your location. Be sure to kill the 
hero before sending Elana and your hero to the back of the library - this will 
maximize your experience points. 
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Our Results 
Armies produced: 23 
Armies lost: 7 
Armies kilied: 53 
Experience points: 44 

Episode Six: The Siege of Guardia 

Victory conditions: Protect the citadel for 40 minutes; all major characters 
must survive. 

You have a very simple objective in this mission: Prevent the undead from 
reaching the citadel for 40 minutes. A glance at the map reveals there are 
three possible avenues of attack for the undead. But luckily for you, very few 
will come through the western valley at the start of the mission. With that in 
mind, you should focus your attention initially on making the middle valley 
impassable and setting up defenses on the right-hand side of the easternmost 
hill. 



Starting positions for the Siege of Guardia (blue represents your forces, 

black represents the undead). 

Immediately send your hero and any mages to convert all the mines on the 
southern side of the river while a peasant builds a palace, then get cranking to 
erect a barracks, smith, and archery range. You have limited mines in this 
mission, so have the palace produce peasants to man them and increase 
production. You'll definitely want to build a market, but bodies are more 
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important right now - use them to plug the gaps in the middle valley and on 
the eastern side of the map. It's tempting to try and build towers and 
completely seal off the middle valley, but they require too much gold and 
stone and can be brought down fairly easily by skeletons. Wait until later in 
the mission when you have more resources at your disposal. You can try your 
luck with the quest at the mausoleum on the plateau, but avoid spending a lot 
of any type of resource - only accept quests that require the answer to a riddle 
or the destruction enemies or their buildings. 

Position several squires to the right of the plateau and put them in guardian 
mode - they'll shoot any undead that come near the cliff. Form a defensive line 
to block the middle of the valley and send pikemen to the east to slow down 
any assaults from that direction. Though attacks from the west aren't likely, 
they're not out of the question - use mercenaries and then knights to protect 
that flank. Place your hero near the middle valley because that's where most 
attacks will come from, and your armies can use the morale boost he 
provides. When you've reached a comfort zone in terms of resources, build 
two or three towers to help block the middle valley and, if possible, man them 
with Squires. There'll be several waves of undead armies attacking while this 
is going on, but stay calm - you only have to hold your position, not capture 
theirs. 

As the clock starts to wind down expect a massive assault through the middle 
valley and attacks from the east. Now the Knights that guarded the west flank 
can be used as a reserve to halt any breakthroughs that might take place. 
Keep your eye on the clock because it can be your friend: the Undead will 
waste time destroying buildings like the Market or Barracks rather than 
fighting your armies, and if there's not much time left you might as well let 
them provided they don't reach the Citadel. 

This isn't an easy mission, but with patience, a cool head, and an awareness 
for the safety of the major characters, you should have no problem achieving 
the objective. 

Our Results 
Armies produced: 108 
Armies lost: 52 
Armies kilied: 150 
Experience points: 49 
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Episode Seven: Undead Column 

Victory conditions: Defeat the undead in the valley and discover Elana; 
Robert and your hero must survive. 

Though the victory conditions imply you must literally see Elana to achieve 
victory, this isn't the case. By defeating the undead and exploring the upper 
region, you'll automatically receive a victory - and only then discover what has 
happened to her thanks to Paridian. The starting map doesn't reveal the 
heavy numbers of undead you'll be facing. But be forewarned, you'll need as 
many of the strongest armies you can produce if you hope to win. And be sure 
to hit the space bar to advanced the opening dialogue as rapidly as possible; 
if you don't, you'll waste a full minute - and you've only got 30 of them in which 
to build armies and make your way through the valley. 



Starting positions for Undead Column (dark blue represent your forces, 

black represents the undead). 

Even if your hero can cast spells to cure or heal your armies, you should still 
take along a white mage into this battle. You'll be attacked by zombies, 
skeletons, and a liche early on, and the white mage can cure and heal your 
armies, while your hero is busy converting the few available resources. You 
should also bring a peasant into the battle to handle construction as well as 
knight or two. Mines can be found to the east and west of your starting 
position. 




GameSpot Game Guide: Warlords: Battlecry 



Before you send the hero out to convert those mines, however, have him 
approach the shrine in the middle of the map. Walking around the white trees 
reveal two powerful treants, valuable armies that will prove useful not only as 
defensive pillars against the waves of undead that attack through the valley, 
but also as builders. Next, walk up to the shrine and discover three dragon 
knights. The treants, dragon knights, and any knights you brought into battle 
should be placed at the southern end of the valley. 

When producing armies, your goal is twofold: to create 15 or 20 squires to 
man the cliffs on either side of the valley and to pump out as many fully 
upgraded knights as you can. You'll need a cathedral to make the knights do 
triple damage on the undead. All this will require resources, of course, so 
have the palace produce peasants and send them into the mines to provide 
you with whatever resources you're running low on at the time. There are two 
shrines in the middle of the valley you can send your hero to investigate, but 
be wise with your resources. Paying 250 gold for a single dragon knight isn't 
as productive as using that money build the cathedral and upgrade all your 
knights. 

Assemble all your forces and start moving through the valley when the clock 
gets down to three or four minutes remaining. After destroying the towers 
blocking your way, get ready - all hell will break loose as you try to advance 
into the open area north of the valley. Keep your hero and Robert near the 
back of the pack - you don't want to lose the battle just because you let them 
take the brunt of the punishment the undead are dishing out. There aren't any 
good tactics you can use here. Just plow through the undead with those 
powerful knights. When the undead have been cleared out, you'll learn the 
Elana has been killed. You must decide whether to continue following Paridian 
or turn against him and try to locate and destroy the two shards yourself. 

Our Results 
Armies produced: 65 
Armies lost: 14 
Armies kilied: 256 
Experience points: 70 



GameSpot Game Guide: Warlords: Battlecry 


Chapter Three: The Conqueror (The Path of Darkness) 

Shocked at Paridian's carefree sacrifice of your young friend, your heart and 
soul leave you with only one alternative: Abandon Minos and Paridian and 
strike out on your own to find Navaar and Lucifus. For Minos and Paridian, 
though, your act isn't merely an act of insubordination - and they are 
determined to align their troops and all the allies they can muster against your 
small but loyal band of warriors. 

Episode One: Treachery 

Victory conditions: You must defeat the general's forces; Robert and your 
hero must survive. 

You're heavily outnumbered by Paridian's armies in this battle, especially 
since each tent contains two armies that spring out for combat whenever any 
of your forces pass by. But this is actually a very easy scenario to win - 
provided you've got a little patience. 



Starting positions for Treachery (dark biue represents your forces, iight 
biue represents the enemy tents and friendly houses, red represents 

Paridian's forces). 

You won't be doing any construction during the battle, so pack as much 
firepower as you can into your retinue. A red mage is a good choice - his 
fireballs have greater range than the arrows of Paridian's squires, and if you 
can move him quickly near your pikemen and squires, his ring of fire will kill all 
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it engulfs. A knight or a moonguard is also a good choice to augment the 
forces that Robert brings over to your side at the start of the battle. As soon as 
you get a chance, find the houses in the northeast of the map - they house ten 
squires who'll join your side. 

After assembling all your armies, the first order of business is to kill all the 
troops that emerge from the tents. This usually can be handled easily with just 
your major armies (your hero, Robert, and other strong units from your 
retinue). Once they've been eliminated, it's time to close in on Paridian's camp 
and begin gradually reducing his armies. Pikemen can be lured away into 
ambushes set up by your squires. A good tactic is to place them on a hill 
where they can fire unabated at enemy troops. Enemy squires, on the other 
hand, pose more of a threat because they start firing at you the minute you 
come into range and are loathe to leave their positions. And Paridian's knights 
are formidable foes that can hack your squires to bits in no time. 

Eventually, you'll have pared down the general's forces to a small nucleus 
inside a ring of tents. It's just about impossible to bait them into leaving this 
area, and by this time, even the most persistent hero will be ready to be done 
with the whole nasty business. You can opt for a single assault by all your 
armies at one general location, or you can divide them into two groups and 
have them converge on the enemy camp in a pincers movement. Either way, 
victory will be yours - though expect to pay a high price in casualties. 

Our Results 
Armies produced: 10 
Armies lost: 25 
Armies kilied: 80 
Experience points: 58 

Episode Two: The Ore Ambush 

Victory conditions: You must help the ores defeat the two clans of dwarves; 
Robert and your hero must survive. 

It would seem that you have the two clans of dwarves in a rather precarious 
position, what with the ores coming down from the north and you erecting a 
camp in the south. But don't get cocky: The dwarves have high hit points, are 
resistant to magic, and their catapults and ballista can deliver long-range 
damage to your armies. 



GameSpot Game Guide: Warlords: Battlecry 




Starting positions for the Ore Ambush (dark blue represent the human 
forces, red represents the dwarves, biack represents the ores). 

Your top priority is to obtain resources as quickly as possible. If you choose a 
mage for your retinue, have him convert the three mines near your start point 
while your hero heads east to grab the three crates of gold and convert the 
two mines there. Use that gold to select a level 2 upgrade for the palace even 
as its under construction - you'll need the armies and buildings it will let you 
produce right away. Gold and stone will be rare commodities; a market would 
lets you increase mine production, but producing peasants to man the mines 
seems to be just as effective and lets you build armies rather than buildings. 

One step you can take to stem the gold shortage is to send your hero or a 
mage to the eastern edge of the map and convert the gold mine there. There 
are also quest shrines available, but there's always a chance your hero might 
get caught in the open if he heads out unescorted - and you probably won't 
have enough extra armies to assign troops to protect him. 

A good approach in this battle and many others is to build two of any keep 
that offers upgrades, such as the archery range, stable, or eyrie. That way you 
can queue the upgrade as first in the production line of one and still be 
producing armies right away with the other, and these units will be "retrofitted" 
with the upgrade when it comes online. 
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There are two clans of dwarves in the middle of the map, differentiated by 
their colors (red and brown). Expect the red dwarves to attack from the north 
and even be so bold as to build a barracks within spitting distance of your 
camp; if this happens, convert it, and the dwarves will stand there wasting 
time destroying what they just built. Best of all is if they build a palace near 
your camp (this usually happens on the eastern side of your position). You 
can convert it and use it to produce peasants for construction and to man the 
mines as well as increase the total number of armies you can command. 

While it's always preferable to try and upgrade mercenaries to knights, the 
relatively low level of resources and short time frame of this scenario make 
that process both unlikely and unnecessary. Squires aren't particularly 
effective against the rugged dwarves. The only way they could be especially 
useful is if you upgraded them to flaming arrows, which would damage the 
ballistas and catapults, but the range on those weapons makes it a dangerous 
tactic. Instead of investing so much gold into flaming arrows for squires, you 
should instead upgrade the pikemen to palace guards once you get to a level 
3 palace. It's also helpful to build a smithy to increase armor strength and 
melee damage. Again, resources are so tight that it's probably just as effective 
to rely on sheer numbers to crush the dwarves when the ores and their giants 
move in for the final assault. 

Our Results 
Armies produced: 58 
Armies lost: 35 
Armies kilied: 25 
Experience points: 72 

Episode Four: Minotaur Tribes 

Victory conditions: Your hero must find what makes the minotaurs fight, 
then he must locate the cave of the seer; Robert, Gront, and your hero must 
survive. 

It's fun to crush every enemy on the map, but this is one instance where you 
should try to reign in your desires of conquest and focus on simply achieving 
the victory conditions. It's entirely possible to beat all three minotaur tribes and 
can be rather fun. Just keep in mind that it's not a requirement to win. 
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You'll want to include at least one kobold in your retinue to handle building 
duties; a mage and a troll are a good way to round out your starting forces. 
Your hero can convert many mines at once if you position him properly and 
check his command radiance. The mage should be sent southeast to the cliff 
face to convert the stone quarry there, while your hero moves north and 
stands close enough to the cliff to convert the gold mine to the west (Gront 
has the ability to convert as well). When the kobold finishes the palace, don't 
immediately upgrade to level 2; instead have the kobolds build two arenas 
(your hero can build one of them if your retinue didn't have two kobolds). Have 
one arena begin the upgrade process creating ores - the other one can start 
pumping those out in the meantime. Soon, you'll be at level 2 and can build 
caves to produce wolfriders and basilisks. 



Starting positions for Minotaur Tribes (blue represents your forces; red, 
brown, and biack represent the minotaurs). 

When these are completed, guide your hero carefully up the plateau to the 
north, skirting the towers and entering the ravine behind them to grab the ore 
and stone there (there are also two treasure chests, and you can convert an 
ore mine while here). Guide your hero back out and run east and north to 
another depression that contains a glowing red object. It's the red shard that's 
making the minotaurs fight. Return carefully to your camp, safe in the 
knowledge that all you've got to do is get out of here alive to achieve victory. 

By now, you should have more than a few ore armies at your disposal, so 
team them up with Gront to destroy the two towers guarding the ramp leading 
up the plateau to the west. Once they're rubble, it's time to expand your base. 
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Build a couple of dungeons here to produce trolls, again assigning one the 
task of upgrading to slavehorde capability, while the other generates armies. 
You should also have the capability to produce ogres as well, which, 
combined with your wolfriders and basilisks, can produce a potent punch 
against enemy armies and buildings. Don't sweat things if you feel you should 
have more armies or a more advanced palace. The minotaurs are still fighting 
each other, and you'll probably hear a message that one of the heroes has 
been defeated anyway. 

By now, your palace should be at level 4 or higher, but by simply heading to 
the cave (see map), you can probably achieve a win without upgrading the 
palace to create goblin shamans or giants at the arenas. As we mentioned 
previously, defeating all three tribes isn't impossible or even particularly 
difficult once you master the production of ore armies; it all depends on how 
much time you want to invest in racking up a few more experience points by 
killing more enemy heroes and achieving a total victory. Should you be 
inclined to opt for a kill-'em-all win, try to move as quickly as you can with 
heavy armies such as ogres, giants, and trolls into the areas occupied by the 
remaining tribe. The longer you wait, the greater the chances of facing heavy 
siege weapons and greater hordes of enemies: 

Our Results 
Armies produced: 125 
Armies lost: 36 
Armies kilied: 147 
Experience points: 85 

Episode Five: King's Bridge 

Victory conditions: You must capture the shipyard at King's Bridge, then 
build four ferries. Robert, Gront, and your hero must survive. 

When Gront says it's time for war, he's not kidding! While the map of the 
starting positions doesn't look particularly ominous, the human forces are led 
by a pyromancer hero named Kingsley who's learned the level 4 armageddon 
spell. If the name doesn't give you an idea of how much death and destruction 
this little incantation can cause, just wait until you see it in action. 



GameSpot Game Guide: Warlords: Battlecry 




Starting positions for King's Bridge (blue represents your forces, red 

represents the humans). 

Kingsley's starting out with a camp already in place and troops on the march - 
hit F12 to pause at the start of the mission to plot your moves with economy of 
time and effort in mind. Your hero can convert the four mines nearest the 
base; send one mage to the north and then to the east to convert a quarry, 
taking care to avoid fire from the two enemy towers. Remember that Gront 
also can convert, but you probably should keep him near the palace that's 
being built to fight off any raiders that appear. There are two more mines to 
the east you should have someone convert. Then, concentrate on taking 
down those two towers that are severely cramping your style. Just be careful 
that none of the major characters dies in the attempt! 

All the while, you should have been cranking out units and attempting to erect 
a couple of towers at the northern edge of your base. Though ogres, trolls, 
and giants are your best armies here, you won't have time to get your palace 
upgraded enough to produce them before it's time to fight. Produce as many 
ores, wolfriders, and basilisks as possible and divide them into two or three 
groups. It's better if you can upgrade the ores and wolfriders, of course, but 
the point is to get a good number armies out on the battlefield. 

Kingsley won't take kindly to the conversion of the mines to the north of your 
camp and will soon escort a few armies to reclaim them. When he draws near, 
send one group of your armies to attack him while moving the other group 
nearby for a second assault wave. He can't cast the armageddon spell for a 
while after he uses it on the first group - and that's when you strike him hard 
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with the second group. It's better to kill him as early in the battle as you can, 
so make it a major priority (it's also one of the possible quest goals you can 
receive at one of the two shrines). 

Even if you don't kill Kingsley, you can at least beat back his assault and 
begin to focus on the production and upgrade of armies. Because the ores 
don't use separate buildings to upgrade most of their armies, remember the 
tactic of building two of each building and queuing up the upgrade first in one 
while beginning army production in the other. It's likely that, at many points, 
you'll exceed the number of armies allowed by your palace. Build ore huts to 
expand your maximum number of armies, but remember you can trap your 
builders in between them if you place them too closely together. Once you 
have a dungeon, select the slavehorde upgrade that lets you summon ten 
thralls - they can build the ore huts and be shunted away to the mines when 
needed. 

Ogres have excellent armor against fire and can also attack flying units, 
making them one of the armies of choice in the fight against Kingsley's forces. 
In addition to his pyromancy spells, he often uses flying units such as eagles, 
pegasi, dragons, and daemons. Giants and trolls are good choices to bring 
down flyers, and their crushing attacks can crumble his defensive towers in no 
time. When you feel you have fairly sizable group of armies, begin your 
assault over the bridge - but definitely hold some units in reserve back at your 
camp, and maintain a high level of production and upgrades. Target towers 
first as you cross the bridge to reduce losses, then focus your attack on his 
cathedrals, eyries, and stables. 

Don't think the battle is over once you've wiped out all the structures in the 
northeastern corner of the map! By this time, the enemy will have built bases 
in the southeast and possibly northwest corners of the map, and roving bands 
of mages, knights, squires, and catapults will strike guerrilla-style at your 
forces. If you keep producing a good variety of units, however - some to knock 
out flyers, others to crush ground forces - you can take the initiative and begin 
the final phase of the mission: destroying the ships lying outside the shipyard 
you must capture. 


We lost a good many giants and trolls trying to sink these ships and soon 
discovered that a combination of dragons and giants attacking simultaneously 
resulted in the fewest losses and greatest damage. When the enemy fleet is 
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eliminated, convert the shipyard and build the four ferries. You should relish 
this victory - it's one of the most difficult you've earned. 

Our Results 
Armies produced: 276 
Armies lost: 186 
Armies kilied: 239 
Experience points: 79 

Episode Six: Dark Straits 

Victory conditions: You must land on Yrm, then raze the mystic tower. 
Robert, Gront, and your hero must survive. 

This is an extremely simple mission - the only true challenge is to see how low 
you can keep your casualties. The difficulty is not knowing where enemy ships 
are located, and thanks to this map, even that's not a concern. 



Starting positions for Dark Straits (biue represents your forces, black 
represents the dark elves, brown represents the high eives). 

Let your trolls grab sheep before putting them on the ferries, then transport 
the whole kit and caboodle northward to the middle island (see map). Unload 
on all your armies and send a ferry back to get the ones who couldn't fit on the 
ships you had available. When they're all assembled, attack the hero on the 
island, preferably by luring him to your forces. There's no need for wanton 
destruction here, so keep an eye on your goblins and other armies to ensure 
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they don't run wild before you want them to. There's a giant on this island that 
will remain in place if you don't attack him - so don't! 

After the hero here is defeated, grab all the resources and build several 
warships to clear a path to Yrm. You won't have to fight very many, but be 
sure to construct enough that you're ensured of overwhelming odds in any 
fight. At the same time, though, be aware that you'll need at least on extra 
ferry if you want to avoid sending one back to this island to retrieve all your 
armies. Follow the arrows on the provided map for the safest route, and 
remember there are several treasure chests on the island you skirt on the way 
to Yrm that contain goodies for your hero you might not already have. 

The warships you created should be used to destroy all towers and enemies 
along the shoreline that are within their range. You want the landing and the 
approach to the mystic tower to be as enemy-free as possible to cut down on 
losses. After taking these threats out, prepare to attack the mystic tower by 
placing your strongest armies at the front and launching an all-out assault. 
You'll take casualties, to be sure, but you'll unquestionably overwhelm the 
defenders and smash the mystic tower. 

Our Results 
Armies produced: 9 
Armies lost: 8 
Armies kilied: 21 
Experience points: Unknown 

Episode Seven: Raid on Yrm 

Victory conditions: You must destroy the dark elves to claim the first tear. 
You must defeat the high elves. Robert, Gront, and your hero must survive. 

You've got a daunting challenge facing you here: to fight the dark elves and 
high elves at the same time. Luckily, they appear to be at war with each other, 
taking some of the slack off you. But you've still got your hands full with this 
one. 

Immediately search out resources to the north and west as you build a palace. 
Expect the dark elves to arrive soon, but try to avoid being lured into an early 
battle that puts your hero in jeopardy - survival is your main concern in the 
early stages of this scenario. There are mines far to the north you can acquire. 
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but they will most certainly be contested shortly after you convert them. Be 
ready to defend them as best you can while still maintaining a steady 
production stream; you have many enemies to kill before this is over. 

You must survive the initial attack of the dark elves to have any success. After 
killing their hero, you can focus on production of armies necessary to destroy 
the towers that block your advance to the east - and to the high elves. Speed 
is important because the high elves create many flying armies that are a tough 
match for your orcish armies - only more advanced units such as trolls, ogres, 
and giants can be counted upon to stop an aerial assault. 

The dark elves will try to reclaim all the resources you've converted to the 
north of your base, so be ready to send armies up to destroy them or at least 
delay their plans. You should also take inspiration from the many towers 
surrounding the elves' bases. Build some of your own and man them with 
cheap goblins. They certainly aren't the strongest structures known to man, 
but they will go a long way in slowing down flying units and weaker ground- 
based armies. Concentrate your towers on your western flank. 

Most assaults on your base will come from the west. Take note of this and 
send a skirmishing party of wolfriders and basilisk sweeping north and west in 
a counterclockwise move, arcing the northwestern corner of the map. Count 
on losing these armies, but the havoc they wreak and the intelligence they 
provide will make their deaths worthwhile. Remember - if you can't convert an 
enemy mine, you should at least destroy it. By now, you should be producing 
a few Trolls and starting to think about destroying the many towers that 
defend the ore strongholds. It takes patience, but remember that those towers 
are deadly. Eliminating them will save you many armies in the long run. Your 
initial goal should be the reduction of the towers on the plateau in the middle 
of the map. Smash them, and your armies can roam freely without worrying 
about harassing fire from them. 

One of the enemy heroes will subdue the other, and this will become a battle 
of attrition. Your main concern is the flying units, so in the mid- and end-game, 
be sure to produce plenty of ogres, trolls, giants, and totems that can 
counteract them. After you've swept the map, you must polish off the naval 
units that are lurking about on the western coast. Use the shipyard near your 
camp (convert it first, of course) to produce warships to track down the 
remnants of the elven forces and bring an end to the scenario. A caveat: The 
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enemies are spread widely on this map, so don't get frustrated if the 
seems to be endless - you i/i////find them! 

Our Results 
Armies produced: 171 
Armies lost: 80 
Armies kilied: 121 
Experience points: 79 

Chapter Three: The Protector (The Path of Light) 

Though Paridian's heartless sacrifice of your newfound friend has left you 
shaken and worried, the fate of the world depends on the retrieval of Navaar 
and Lucifus. With their years of glorious military triumphs and large armies at 
their disposal, it seems to you that only Minos and Paridian are capable of 
defeating the forces that hold the two magical items - whomever they turn out 
to be. 

Episode One: Dwarf Caravan 

Victory conditions: You must defeat the ores; the dwarf caravan must 
survive; Minos and your hero must survive. 

This is the same map as Ore Ambush, though with slightly different resource 
locations. The big difference, though, will be in your tactics. The ores start with 
numerous towers and build even more as the battle progresses, so you must 
build up a major-league assault force and attack in waves. Of course, the ores 
aren't going to stand by idly while you do this. Besides sending in wave after 
wave of ogres, trolls, and giants, you can also expect them to create flying 
units fairly quickly. Your best defense, though expensive, is to build towers 
and man them with squires equipped with flaming arrows and upgraded 
range. 
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Mages are a good selection against ore armies because ores and wolfriders' 
armor is only average against magic. The mages can also spread out at the 
start of the battle and help you convert resources within your sphere of 
influence. Your hero should head east and grab the gold and crystals in the 
crate near the ore mine (there's a mausoleum where you can try your luck 
with a quest as well). After that, he should return to the base and perhaps 
make a dash north to the gold mines near the quest shrine, unless you've 
already had a mage or some other army do it for you by now. Because mines 
are so limited, you should consider building two palaces, one for upgrades 
and the other to produce peasants as labor to increase resources. 



Starting positions for Dwarf Caravan (blue represents your forces, 
brown represents the dwarves, biack represents the ores). 

Some guides to this game suggest sending offensive forces to the dwarf camp 
immediately. We suggest that's a good way to get them killed in record time 
because their entry into the camp triggers the ore attack. Once that happens, 
the ores will begin heading for your base, and if you're not well-prepared, it will 
spell an early end to this battle. A better approach is to focus on building up 
resources and forming a blockade-style defense northeast of your base, 
where the road is narrowed by trees lining the way. While you'll want to build a 
barracks and smithy first, try to get a market erected shortly after that to 
maximize the resources from the limited mines you control. 

Towers are expensive and should therefore take a back seat to production or 
squires, pikemen, and mercenaries. But, when the market has been 
upgraded, and you have a reasonable amount of gold and stone, you should 
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begin erecting them and manning them with squires. The stables should be 
built slightly to the east, where the mercenaries and knights that emerge can 
serve as both reserves for the main front and as a rear guard against ores 
sweeping in from the southeast. And remember to keep some squires or 
mages near the palace to bring down the giant bats that'll come swooping into 
for a strategic strike. 

Dragons appear formidable, but against squires with flaming arrows tucked 
inside towers, they go down rather quickly. If you're ready for them, in fact, 
they're a welcome sight because it means the enemy has used a whole lot of 
resources creating them. After you've erected five or six manned towers north 
of your base, it's time to begin the reduction of the ore camp. Send in large 
raiding parties of knights to bring down a tower or two and, if possible, also 
destroy a cave or dungeon, then retreat back to the towers. Often, trolls and 
ogres will follow in pursuit, only to die under a hail of flaming arrows when 
they get near the towers. It's a good idea to keep Minos back in the camp. His 
fighting skills aren't necessary now, and it's easy to get him lost in the mix of 
knights; you don't want to lose just because he went along on a search-and- 
destroy mission. 

The ore base will naturally be large by this time, but as long as you're patient, 
you should have little trouble destroying it over time. You'll probably have to 
build several palaces to let you control enough armies to win the episode, but 
after you've formed a perimeter, you should have little problem doing that. Do 
make sure, however, that your knights have been fully upgraded before 
sending them on sorties into enemy territory - many more will come back 
alive, and many more ores will be dead each time out. 

Near the end of the mission, you might consider building a few towers to the 
south and east of your camp, just in case the Ores try a last-ditch attack from 
that direction. Aside from that, however, your best bet is to keep hammering 
away with consecutive waves of knights and the occasional dragon. This can 
be a long scenario, but an extremely rewarding one when you walk away with 
victory. 

Our Results 
Armies produced: 139 
Armies lost: 68 
Armies kilied: 382 
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Experience points: 36 

Episode Two: Mountain Trails 

Victory conditions: You are now leading the dwarves. Defeat the ores to get 
through the mountains. Minos, Kheldon, and your hero must survive. 

If you chose the Path of Light first, this will be the toughest challenge you've 
faced yet. Four ore heroes stand between you and victory, and they all have 
much easier access to resources than you do. You'll notice a red cave in the 
middle of the map (not the circle we've inserted). This is an ore army inside a 
cave that can only be entered via a narrow stone ledge. This particular group 
doesn't produce any new armies or erect any buildings, but it starts the game 
with a huge numerical superiority over you and the other ores. 



Starting positions for Mountain Trails (blue represents your forces; red, 
green, brown, and black represent the ores). 

Desperate situations call for desperate measures, and your need for 
resources is overwhelming. After converting the mines in the immediate area, 
you must take a chance and send your hero out in a mad dash to convert 
enemy mines - and we also suggest that you destroy one of the ore forces 
while you're out on this little fun run. Remember that Kheldon has the ability to 
convert mines; he can run north and convert the gold mine near the pass 
while your hero is out on his little expedition. 
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In our opinion, your best strategy is to make a blitzkrieg attack on the ores in 
the northeast corner of the map. We destroyed the ore hero and all his armies 
with a single dryad, while the remainder of our armies was guarding our camp 
as we built barracks and a smithy. We then sent our hero there (because of 
his large command radius) to convert all the mines. If you can pull this off, 
you're halfway to victory - there's an incredible amount of resources you can 
convert up there, and by crippling this ore hero, you've gone a long way 
toward ensuring the safety of the northern pass leading to your camp. 

Get a smithy built immediately after the barracks go up - it's especially 
important because you can use it to build ballistas and catapults, heavy 
weapons perfect for defense against larger ores like trolls and ogres. It's also 
required to make dwarf infantry and upgrade your armor and melee damage. 
Just make sure you don't hem in the ballistas by going tower-crazy and 
blocking their path so they can't move into position. 

If you were to use the lAMASEER cheat code, you'd see a very curious thing 
happening in this mission. The ores located at the corners of the map are 
sending streams of armies to the cave. You can attempt take advantage of 
this by sending some crossbows and perhaps a mage or dryad near the area 
and positioning them on the plateau we've circled in red on the map. They can 
do an incredible amount of damage before finally being wiped out. 

Upgrade those dwarf crossbows as quickly as possible. The ores are heavy 
hitters, and it takes quite a few licks to bring one down. When deploying 
crossbows, try to put them in a spot where they can see the enemy coming 
from and start firing at range - the crossbows are worthless in melee combat. 
The key to success in hand-to-hand combat is the dwarf berserker, but 
unfortunately, you need ore to produce them. By the time you're ready to 
make them, the odds are good you'll be running low on the stuff. Once they 
come online by building an inn, use them as the spearhead of your attacks, 
leaving the crossbows in the relatively safety of the rear, where they can take 
their time to fire. Oh, and don't forget to use the dwarven brew to give you 
infantry that special buzz they need to kick ore butt. 

This is an incredibly difficult mission to win even on the medium setting 
because the dwarves aren't fast builders. Defeating the first of the four ore 
heroes is simple, while taking the second one down is moderately difficult - 
but it often leaves you with so few armies that even a minor ore attack can 
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smash your camp to bits. To win, you must work a fine balancing act of 
creating enough armies to beat back numerous attacks, while upgrading your 
palace enough to build a library, so you can increase the speed of 
construction. Ballistas are relatively cheap and can be produced early in the 
battle, so take advantage of this to set up a line of defense to help beat back 
the inevitable massive assaults that will come from the west. Finally, it's also a 
good idea to construct an eyrie early in the game and use eagles to fend off 
the flocks of giant bats that hit your palace as well as make raids on enemy 
palaces yourself. Griffons are even better, so don't forge to upgrade those 
eyries! 

Good luck - you've got your work cut out for you with this one. But if you can 
conquer that northeastern base quickly and maintain a cool head while 
building your camp, the most difficult part will be mopping up. 

Our Results 
Armies produced: 196 
Armies lost: 114 
Armies kilied: 369 
Experience points: 62 

Episode Three: Guardians of the Seer 

Victory conditions: Your hero must find out what makes the minotaurs fight, 
then he must locate the minotaurs' cave. Minos, Kheldon, and your hero must 
survive. 

This is the same map as the one in Minotaur Tribes, only with variations in 
resources. That won't change your basic strategy, though. With this many 
minotaurs, the idea is to find that shard and get out all in one piece. Just as in 
Minotaur Tribes, it's quite possible to achieve a total victory - provided you 
want to invest the time and effort for the extra experience points. 

Start by converting all the mines in the plain where you begin the mission, 
then use your hero and any other capable people in his retinue to convert 
mines perched along the cliffs to the west and northwest. As a dwarf smith 
builds the palace, head north into the first ravine to grab resources and 
explore the treasure chests, making sure to dodge the stones from the towers 
as you go. Exit the ravine and move east, then north to find another ravine - 
this one contains the shard you need as part of the victory conditions. Return 
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to the start position and start helping the dwarf smiths produce barracks, a 
market, and an archery range. Your primary objective is to smash the two 
towers blocking your exit route to the west. 



Starting positions for Guardians of the Seer (biue represents your 
forces; red, brown, and black represent the minotaurs). 

You'll probably see a butt-scratching thrall come slinking into your area to 
build an enemy ziggurat as you move onto the plateau after the towers go 
down. Other than that, though, you should remain relatively unscathed as you 
move into this new region. You'll want to have at least three barracks up and 
running shortly after you claim this area and don't forget to upgrade the palace 
and eyrie, so you can build an inn (for producing berserker, dwarven brew, 
and morale points) and griffons. The sight of a minotaur hero approaching 
your new base of operations will be frightening, but by the time that happens, 
you should have moved a considerable number of armies into a relatively 
small area - they'll take care of themselves so long as you've upgraded their 
armor and melee damage at the smithy. 

Getting past the minotaurs to the west won't be as easy as when you had ore 
troops in the Minotaur Tribes mission, but it won't be particularly difficult, 
either. If you remember to focus your attacks on key armies like catapults and 
minotaur kings before moving on to destroy armaments buildings like smithies 
and arenas, you'll keep your losses to a minimum and your kill count at its 
peak. After you've beaten the southwestern ores, head north along the natural 
bridge to the northwest corner of the map and the exit. Searching for a total 
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victory? Good luck - head north to the top of the map and face the black ores 
you've been dodging the entire mission. 

Our Results 
Armies produced: 131 
Armies lost: 68 
Armies kilied: 163 
Experience points: 58 

Episode Five: The Red Maw 

Victory conditions: You must find a way through the Guardian Pass. Minos 
and your hero must survive. 

You don't get to bring a retinue into this battle - this is a mission of stealth, 
pure and simple. An inspection of the map might make things look rather grim, 
but most of the red dots are giant bats incapable of attacking your or Minos. 



Starting positions and movement directions for Red Maw (blue 
represents your forces, red represents the dark elves; the blue line is the 
recommended path of movement, the blue circles are spots to stop and 
use runners to lure assassins away from the main party). 

Assassins are what you have to worry about. If you have powerful offensive 
spells that can be cast from a good distance, you might breeze through this 
one, but this scenario can be beaten easily even if your hero is a warrior or 
rogue and doesn't have many powerful spells under his belt. All you need is a 
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little bait to get the attention of those assassins to lure them away from their 
assigned posts - and there are plenty of dwarf runners in the mines that dot 
the eastern side of the map that'll be glad to fill that role. Send your hero to 
every mine and return with the dwarf runners to the place where Kheldon left 
you and Minos. 

Enter the valley and follow the path we've outlined in blue. Stick close to the 
cliff walls to reach the spots we've circled in blue. At those points, you can 
either attempt to neutralize the assassins with a spell or choose a single dwarf 
runner to approach them and lure them back in the direction from which you 
came. With our warrior hero, we used the clay golem spell to lure one 
assassin a distance away from his post before taking him completely out of 
the picture by enticing him with a dwarf runner. Whatever your strategy, you 
should get very close to the exit and still have a sizable number of dwarf 
runners at your disposal. 

The dark elf hero is blocking the exit along with two or three assassins. You 
could attack en masse, but the hero can bring down many dwarf runners very 
quickly, leaving the two assassins to block Minos and your hero as they try to 
exit. You must get rid of the dark elf hero, so position Minos and your hero 
against a cliff wall in a small alcove just to the northwest of the exit. Gather 
your dwarf runners and move them into the valley running north-south just to 
the east of the exit (beware the three assassins just to the south of this 
position). Send one dwarf runner inching up to the hero; when you get her 
attention, start running away, turning south to head toward the three 
assassins. Now, you're ready for the big move. Send a few dwarf runners at a 
time to where Minos and your hero are standing, making them hug the cliff 
wall to avoid detection by the hero. If you are spotted, pause the game and 
select a few dwarf runners headed for the hero to keep her occupied, while 
the others head toward Minos and your hero. 

The rest is easy. Have the dwarf runners move toward the assassins blocking 
your way and lure them eastward into combat while Minos and your hero dash 
through the exit. 

Our Results 
Armies produced: 18 
Armies lost: 6 
Armies kilied: 5 
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Experience points: Unknown 

Episode Six: Towards Archanon 

Victory conditions: You are now leading the humans again. Destroy all the 
ores and the dark elves. Minos and your hero must survive. 

Once again, the map makes your situation look untenable, and this time it 
actually is pretty bad. A line of ores and ore fortifications runs diagonally 
across the map, and there certainly are a lot of the buggers - but the good 
news is that they aren't expanding. The dark elves, based in the northwest 
corner of the map, are what you really need to worry about. Take along a 
moonguard, a white mage (for healing), and a couple of peasants in your 
retinue. 



Starting positions for Towards Archanon (blue represents your forces, 
black represents the ores, red represents the dark elves). 

Success in this mission boils down to a matter of quickly collecting resources, 
expanding your armies into a sizable invasion force, and squashing the dark 
elves when they encroach onto your side of the map. Use your hero and any 
other armies that can convert to claim all the mines on your side of the map as 
your peasants first build a tower for you hero, mage, and the moonguard. The 
dark elves' hero will be coming soon, and if you can lure him near the tower 
with expendable squires or pikemen, you might finish him off here and now. 
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Resources will be the sticky wicket in this scenario and the next, and a market 
can go a long way toward alleviating shortages. Set rally points for peasants 
emerging from the palace near the mines holding the resources that are most 
scarce, so you can put them to work as soon as they appear. For the first half 
of this mission, you'll want to build tons of squires and towers to contain them 
- there's no better way to protect your base, and they can bring down mighty 
dragons rather quickly. 

The action will be hot and heavy as the dark elves push out their camp 
beyond the line of ores and start building towers within shouting distance of 
your camp, but don't worry too much about the towers in the middle. After 
you've got plenty of towers of your own crammed full of squires, start 
producing knights - don't even bother with mercenaries because they can't be 
highly upgraded as can knights. Remember, to make knights you'll need a 
cathedral! 

Keep your moonguard, mages, and hero back at your camp as you send 
between eight and ten knights backed with a few squires toward the southeast 
corner of the map. Your goal is smash through the ores lines, and this spot is 
perfect because you won't face any enemies on your left flank as you pierce 
the line. Once inside, start smashing everything in sight and generally raising 
a ruckus; even if your armies all die, their presence will drain troops toward 
them and away from attacks on your camp. 

After this, expect a battle of attrition - but also expect to win it. Use the smithy 
to build a few catapults and place them between towers near the front of your 
base. They'll be destroyed during the dark elves' spoiling attacks, but they'll 
take a few of those evil beings with them, too. Keep sending groups of knights 
through the hole you created and crank out a few pegasi to bother the dark 
elves as the horsemen raise havoc. For your over-the-top push to wipe the 
dark elves off the map, send eight or so knights toward the northeast corner of 
the map escorted by a dragon - this should bring down just about any serious 
opposition that's left. There's a round hill in the middle of the map that's quite 
heavily defended by giants and trolls, but by now, your production machine 
will be in full force, and you can smash into it with knights. 


Finish off the dark elves, then start work on the end game - destroying the 
ores that remain. You can now send troops behind their lines, so coordinate a 
hammer-anvil attack with two groups of knights and crush the ores like bugs. 
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This scenario takes quite a while to win, and in that time, the ores may well 
have spread out to the northeast corner of the map. Unfortunately, you must 
kill every single living opponent on the map to achieve victory; the good news 
is that you can now put your eagles and pegasi in rampant mode to scour the 
map (you should, however, assign them a group number, so you can quickly 
select them and change their attitude to aggressive when opposition is 
encountered). 

Our Results 
Armies produced: 237 
Armies lost: 144 
Armies kilied: 463 
Experience points: 68 

Episode Seven: Archanon 

Victory conditions: Capture the Tower of Archanon by destroying all the 
dark elves. Minos and your hero must survive. 



Starting positions for Archanon (blue represents your forces, purple and 

red represent dark elves). 

You've got two enemies facing you in this climactic battle - and the clock. Hit 
the spacebar immediately to blast through the dialogue and immediately 
pause the game - you've only got 20 minutes before a dragon appears, and 
you've got a lot of work to do in a very short span of time. Checking the map. 
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you'll notice a huge force of dark elves (represented as red dots) smack in the 
middle. Avoid these guys at all costs. 

Convert all the mines on the hill near your camp with your hero, then send him 
west to convert two more groups of mines. If you have a character in your 
retinue who can convert (and you should), send him to the gold mine just to 
the north of your camp. Only bring one peasant into this mission - you'll be 
given one anyway. Have them each build a palace, one for upgrades and 
another to produce a steady stream of slave labor for the mines. 

Gold will be running low at all times, but before building a market, you should 
first get an archery range in place - pikemen will be chopped to ribbons by the 
invading dark elves. Towers will also be needed, but until the market is 
upgraded, you probably won't have the resources to do much besides crank 
out squires. The dark elves, on the other hand, are wallowing in resources. 

After a raid or two by skeletons and dark archers, the hero of the purple dark 
elves will appear. He'll poison nearby troops, so have your forces divided so 
one can take the brunt of the spell, and the others can then launch an attack. 
This nasty little fellow can move quite quickly, and when he takes damage, 
he'll try to escape to the safety of his own camp. Try to stop him at all costs. A 
good way is to build a tower near the gold mine to your west and man it with a 
moonguard, a mage, and a couple of squires. Position it close enough to the 
gold mine to protect it but within distance of the quarries as well. This worked 
quite well for us, but remember to keep an eye on the tower - it'll eventually be 
destroyed, and you don't want to lose those two valuable armies just because 
you didn't have sense to evacuate them to the safety of the main base. 

There'll be raids by the dark elves as the timer counts down, but try and stay 
calm as you beat back the attacks - you must get a few towers erected before 
that dragon arrives. Forego pikemen and focus solely on squires and 
upgrading them. If you have a moonguard, don't forget to use his ability to 
shoot multiple arrows! There are other ways you can beat the dragon, 
particularly with various spells such as resist fire or armageddon - but those 
spells are not^00 percent guaranteed to work, particularly if your mana is low. 
If you (like us) chose a profession that doesn't yield such goodies, this is your 
best bet for success. 
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Once that first dragon attack happens, the rest of this long, long battle will be 
merely a waiting game as you build up huge armies of knights, squires, and 
mages and slowly chip away at the expansive camp of the purple dark elves. 
There'll be more dragons headed your way, but with plenty of towers and 
squires, you can easily polish them off. Expect to see piles of bodies in front of 
your towers as the dark elves launch foolhardy attacks into the teeth of your 
defenses. 

The red dark elves that guard the blue shard are a wicked little bunch, with 
sorcerers that can bring down squires in no time flat. Assemble a large force 
of knights backed with a dragon to decimate them. There'll be some cleaning 
to do as the dark elves desperately build stupid towers all over the map, but 
you'll find them and give them their just rewards. 

Our Results 
Armies produced: 261 
Armies lost: 155 
Armies kilied: 579 
Experience points: 67 

Chapter Four: Revenge (The Path of Darkness) 

While the spirit of revenge burns like a fever in your tortured heart, you know 
that by retrieving Lucifus, you've proven to yourself and your follower that you 
have the power to bring an end to the constant bloodshed that embroils the 
land. Defeating the dark elves bothered your conscience little. They are an 
evil, wicked race, and you pray their defeat will send them scurrying back into 
the dark, damp forests from which they came. But now, you face a 
conglomeration of enemies powerful enough to crush even the strongest 
armies - and blocking your final step toward claiming Lucifus is none other 
than Paridian and Minos, locked away in Esgaard Tower and protected by two 
powerful allies. Gird yourself, warrior: You've a long, bloody fight ahead of 
you. 

Episode One: Orcport 

Victory conditions: You must defeat all three ore tribes to win the ores to 
your cause. Robert, Gront, and your hero must survive. 
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Though it took us several attempts to figure out the best way to deal with the 
three ore tribes in Oreport, the final solution was surprisingly easy. Notice, 
we've drawn two red lines on the map; the top line is the direction in which you 
send the warship, and the bottom line is where you'll make your landing. 



Starting positions for Oreport (biue represents your forces; brown, 
black, and red represent the ores). 

It's very important that you include two kobolds in your retinue. It's also a good 
idea to bring along one or two armies that can help you convert mines. A 
white mage is a good choice because he can heal all your armies (and your 
hero), but powerful offensive armies like the reaver or another giant are good 
choices too. As the mission opens, have your hero convert the mines on the 
island while you send the warship east. Stop it just offshore and set it for an 
aggressive attitude, and it will attack ore armies and huts until it's destroyed. 
You can prolong its life by checking on it occasionally and moving it out of the 
range of giants and trolls. But even if you don't, it'll cause a commotion and 
buy you time to get your camp started. 

As the conversion takes place, load your retinue onto a couple of ferries, 
making sure you take a kobold with you and land at the point indicated. Order 
the other kobold (the one that's still on the island) to build a palace and start 
churning out kobolds as ore fodder for the mines here. Check back on the 
island a bit later to build a few towers and later some totems to protect it from 
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bats and harpies. The ferry containing your retinue will arrive before you do; 
have the kobold immediately build an arena, and Gront will convert the 
shipyard. When your hero lands, gather your retinue and head east. Your goal 
is to convert the enemy palace and arenas, effectively giving you two bases of 
operation. The enemy hero will undoubtedly arrive to defend his territory, but 
with Gront and a few other major armies, you can bring him down easily. One 
tactic you can try after converting the palace is to use it\o convert everything 
within a large area. But it's not a good idea here because you can't make 
kobolds while a palace converts. 

Now that you've got two camps going, you'll want to start a pincer-style attack 
to crush the remaining tribes here. Build up a decent-sized base at the landing 
area and produce basilisks, wolfriders, and ores - they can be pumped out 
faster than any other units (except for Goblins, which are almost useless) and 
will make a perfect quick-strike force. This is particularly effective if your 
warship is still hanging around the harbor shelling the ores. In the meantime, 
your hero who's in the southeast corner should have taken advantage of the 
ready-made arenas to produce a quick army of ores. Use the palace to create 
kobolds to work the mines. You definitely must build another palace and a 
slew of ore huts to accommodate the huge army you build up. Send some 
basilisks and wolfriders toward the camp of the black ores in the northern part 
of the island. Even if you don't defeat them now, you can do damage to their 
camp and find out how strong they are. 

When you're feeling confident about the security of both camps, head to the 
bottom hill on the map and set up a new base of operations. You can do this 
even before the red ores have been defeated - you can convert their buildings 
from there while your retinue guards the incline leading to the top of the hill. 

You should have a steady supply of armies being produced by now, and it's 
time to be done with this dirty business. Begin to hunt down the remaining 
enemy armies, leading with wolfriders and basilisks backed up by slower- 
moving trolls and ogres - you probably won't even need to produce giants to 
win this battle. If you're having trouble tracking down the last of heroes, check 
the northeast corner of the island - twice, we found him hiding behind ships 
docked at the harbor there. He asked us to spare him, but.... 


Our Results 
Armies produced: 79 
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Armies lost: 24 
Armies killed: 103 
Experience points: Unknown 

Episode Two: Temple of Ymorgia 

Victory Conditions: You must defeat the temple's undead guardians. You 
must find the temple's entrance. Robert, Gront, and your hero must survive. 

The map reveals a disturbing sight. In addition to an ore camp that's being 
built in the northwest corner, there's also a ton of ore armies already deployed 
and ready for action. With so many ores lurking about, the idea of making a 
mad dash north to the temple is tempting - if it weren't for the scores of 
undead blocking the entrance. You're going to need a wrecking crew to blast 
your way through these formidable enemies. 



Starting positions for Temple of Ymorgia (blue represents your forces, 
purple represents the undead, red and black represent the ores). 

Stone and gold will be in short supply - make sure you convert the trio of 
mines northeast of your start point and the gold mine at the bottom western 
portion of the map. There are more gold mines to the west, but as the mission 
opens, you simply won't have enough manpower to push through the ore lines 
to convert it. Besides, there's no need for you to pick a fight. One of the ore 
heroes will come sauntering your way, just as you're beginning to build the 
basic structures for your base. With that in mind, try to pump out a few ore and 
basilisk armies to aid Gront in destroying him. 
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Towers aren't cheap to build, but they do offer several advantages over 
standard armies. They don't count against your army total, they can defend 
themselves unmanned to a certain extent, and their firepower is improved 
when used in conjunction with ores or goblins. The raids from the north will be 
fast and furious, and towers are likely the only way to keep your camp intact 
long enough to mount a serious group of your own armies. 

A good tactic early in the game is to position Gront, the trolls, and the basilisks 
just behind the towers and set their attitude to guardian. This ensures they 
won't dash out to meet an enemy, but will rather wait for the enemy to draw 
closer to them - and walk through the brutal fire of the towers in doing so. 
When you start facing trolls, giants, and other enemies with ranged attacks 
later in the game, you'll want to position your armies a little in front of the 
towers, so they can engage foes before they have time to launch an attack. 
Those towers are costly, and you want to keep them standing as long as you 
can! 

Because your enemy has such incredible numerical superiority, you must 
build quite a few armies to catch up. That's where ore huts come in incredibly 
handy. They increase your army limit by three, are cheap and quickly built, 
and a bunch of them can be crammed into an incredibly small space. Another 
option that comes in handy in this and other scenarios is the slavehorde 
upgrade on your dungeon. It lets you summon ten thralls (barbarian peasants) 
to build for you. Later in the game, you'll be facing a lot flying armies, and ten 
thralls can throw up a bunch of totems faster than you can say: "Please don't 
hurt me master - your wish is my command." 

You'll want to check from time to time and see if the path leading north to the 
temple entrance is free of ores. But be aware that until the ore base in the 
northwest is pretty decimated, there's always a good chance a few giants or 
ogres will show up seemingly out of nowhere. A good way to explore the 
region without putting the key characters at risk is with basilisk armies - they 
only require gold to produce and can defend themselves fairly well. Even if 
you're reasonably sure the coast is clear, however, it's still wise to wait until 
you've got plenty of great big armies clearing the way for you. Another option 
is to bide your time and produce a dragon, but crystals will be in even shorter 
supply than gold or stone. 
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Another advantage of using basilisks is they're likely to destroy at least some 
of the undead guarding the temple entrance. Don't freak out when the mission 
doesn't end after your hero and Gront have found the temple and met the 
bony fellow named Setroth - we sent our armies out on a mad dash across the 
map in search of undiscovered opponents when all we had to do was walk to 
the actual "entrance" of the temple building proper. Talk about precise victory 
conditions.... 

Our Results 
Armies produced: 173 
Armies lost: 79 
Armies kilied: 370 
Experience points: 82 

Episode Three: Siege of Archanon 

Victory conditions: You must defeat all the dark elves to get the second tear. 
Gront, Setroth, and your hero must survive. 

You might be concerned if you played this map first in Chapter Three of The 
Path of Light, but this scenario couldn't be any more different than that one. 
Except for the time required to build a huge number of armies, there's really 
nothing challenging about this mission because, this time around, the purple 
dark elves leave you largely untouched as you grow your armies. 



Starting positions for Siege of Archanon (biue represents your forces, 
red and purple represents the dark elves). 
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You've got a more than ample supply of mines for every resource you need, 
so send your hero out and convert them all, while kobolds get the palace built 
and start erecting other buildings. In fact, the only concerns you'll have as you 
frequently upgrade your palace and units are reaching the army limit, a 
problem easily solved by rapid construction of ore huts, and manpower to 
maximize the mines. Build two palaces right at the start and use one as a 
kobold mill until you get the slavehorde upgrade in the dungeon. Though the 
dark elves seem to be content to stay behind their line of towers, you should 
still upgrade the palace rapidly, so you can deploy totems to counter any flying 
units - those phoenixes aren't powerful, but they're awful pesky. You'll also 
want to build some towers just in case the dark elves get a little antsy as you 
take your time building your massive invasion force. 

The dark elves rely heavily on crystal, so anything you can do to put a 
bottleneck in their supply will be helpful. Sending your hero out to convert the 
southernmost mine on the western side of the map and use a flock of giant 
bats or a few harpies to launch sporadic attacks on the other crystal mines. 
Even if you don't do a lot of damage, the dark elves' are such a nasty race 
that just annoying them is its own reward. 

With no interference from the dark elves, you can assemble a mighty force 
consisting of trolls, giants, and ogres to bring down the towers and punch your 
way into the base. Send speedy armies like wolfriders or ores (both fully 
upgraded, naturally) in behind them to chase down wisps and other fast- 
moving elven units. Near the northernmost center of the base is a huge 
enclave of zombies, but your big armies will tear through them like a hot knife 
through butter. 

Catching the dark elf hero might be tricky because of his speed. Once you 
spot him, begin maneuvering your units around to cut him off at the pass, then 
sit back and watch him get crushed, hacked, and sliced to pieces - a reward 
for his insolent hubris in sitting back while you built the greatest army seen in 
Esgaard, Guardia, or anywhere else. 

There'll be some mopping up work to do once he's dead (isn't there always in 
these missions?). Then, it's time for the climax: the destruction of the red dark 
elf armies and recovery of the Tear of Navaar. While there's probably some 
way to do this with minimal casualties, the truth is that you'll have so many 
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armies at your disposal, you'll gladly send in a dozen giants to accomplish the 
task, even if it costs you the whole lot. 

Our Results 
Armies produced: 189 
Armies lost: 56 
Armies kilied: 79 
Experience points: 105 

Episode Five: Battle of Dusk 

Victory conditions: You must get Setroth to the graveyard to raise the fallen 
warriors. Gront, Setroth and your hero must survive. 

The Siege of Archanon might have been anticlimactic, but it did require 
extensive base-building. In this battle, it's just you and your retinue combined 
with several types of ore armies squaring off against a host of undead. No 
base-building, no resource management, it's just a good ol' fashioned fight to 
the death. 



Starting positions for Battie of Dusk (biue represents your forces, red 

represents the undead). 

Even if your hero can cast healing spells, take a white mage into battle if 
possible as well as a troll. Undead are vulnerable to crushing attacks. Before 
you begin your attack, send the trolls around your side of the river in search of 
sheep to toss - the supply seems endless, if you're the patient type. It's really 
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worth the time spent because the increased damage made possible by the 
sheep is quite noticeable. It's also a real blast to see a sheep flying through 
the air toward a wight or slayer knight. 

Our first thought was to group our various armies by type - all trolls, all ogres, 
all goblins, and so on - and attempting a classic military attack by leading with 
the big guys and following through with the smaller armies. But the area 
where you must cross the river (near the center of the map) is incredibly 
narrow, and to send a whole group through at one time just doesn't make any 
sense. Instead, gather your trolls on your side of the river, then have one 
begin to make the crossing. The undead will begin to pursue, and when they 
do, send him back to his friends and watch in joy as sheep fly into the undead. 
You can clear the beachhead here with minimal casualties, then move all your 
armies onto the eastern side of the river. 

Fight the rest of the battle up to the entrance of the graveyard just as you did 
when you had to go through the undead to reach the library. Lure one or two 
out at a time into the mass of your armies that are set in guardian mode. You'll 
lose an army every now and then, but it's nothing like what would happen if 
you tried a full frontal assault with all your armies. But be prepared to see the 
blood of your armies shed when you try to enter the graveyard. The liches that 
stand between you and the entrance have good weapons range, and they use 
it to full advantage. A goblin shaman, moonguard, or mage are useful for 
softening up this wall of undead before you decide to break through with your 
remaining ogres and trolls. Go ahead and destroy the tombstones in the 
graveyard if you like - Setroth will still manage to conjure up some undead 
skeletons for you! 

Our Results 
Armies produced: 31 
Armies lost: 25 
Armies kilied: 86 
Experience points: 87 

Episode Six: Attack on Guardia 

Victory conditions: You are now leading the undead. You must defeat the 
humans and dwarves. Gront, Setroth, and your hero must survive. 
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We played this battle many, many times and were thoroughly convinced that it 
was one of the hardest ones in the game. It is indeed quite difficult, but if you 
plot your moves carefully and pause the game frequently to coordinate your 
actions, you can come away with a surprisingly quick victory - at least on the 
easy level. Hey, we were thrashed so many times on the medium difficulty 
level, we had nowhere to turn. But in going over the mission to write the walk- 
through, we looked closely at the map again - and saw a ray of hope. Though 
we didn't try these tactics on medium, they're sound enough that they should 
work just fine on it as well. 



Starting positions for Attack on Guardia (blue represents your forces, 
red represents the humans, brown represents the dwarves). 

There are a lot of resources on your side of the map, but they're spread out 
over a huge distance. What's more, you've got a piddling number of points for 
choosing your retinue. What we decided was that speed of movement and 
range of attack would be key in achieving a victory. With that in mind, we 
selected a dryad, a moonguard, and a zombie to start the building. As soon as 
the mission begins, pause the game and have the zombie start the palace, 
while your hero moves east and converts all the mines in the immediate area. 
Send the moonguard and Gront north to convert the three quarries. Send the 
dryad to the south and east to convert the pair of mines at the bottom of the 
map. The second your hero finishes converting in his area, send him to the 
southeast corner to claim the trio of mines there. Make sure the zombie starts 
a tomb the second he completes the palace. When your hero comes back 
from the southeast corner, have him build the smithy. Oh, and when the 
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palace is ready, queue up a few zombies to help with construction and to hop 
in the mines when needed. 

When Gront and the moonguard have finished, send Gront east to the ore 
mine while the moonguard heads northeast of the quest shrine to the gold 
mine. He doesn't have the command radius to get both the gold and crystal 
mine there. By the time he starts on the crystal mine, the dwarves will already 
have a tower throwing stones at him (it's a little suspicious that they can build 
that fast, but....). By now, you should have more resources than you dreamed 
possible. Order the zombies to erect four towers and place the dryad, the 
moonguard, your hero, and Setroth in them. Don't bother with Setroth in 
combat - he's not that great, and his death costs you the game (he's the 
Minos of this portion of the game). Queue up eight to ten skeletons in the 
tomb and set a rally point near the towers - they can climb in and add a bit of 
punch to your defenses. 

About this time, you can expect an attack from one of the enemy heroes, most 
likely the human. He probably won't take offensive action. Instead, he'll start 
converting the mines you worked so hard to claim. When this happens, use a 
zombie or Gront to distract him from his work and try to lure him toward the 
towers; the shots from the dryad and moonguard carry a long way and will 
weaken him. If he tries to run (the coward!), take the moonguard and dryad 
out of the towers and spread out after him. With any luck at all, you can bring 
him down, and you're well on the way to victory. 

Things will have been cooking on your northern perimeter as this went on - 
most likely an assault by the dwarves with a ballista or catapult. You shouldn't 
have a problem holding your own there if you could get a few skeleton in the 
towers to complement the four ores you were given at the start of the battle, 
and of course, Gront can make short work of the little folk and their weapon. 
What you're really hoping for is that the hero has made his way down here, 
and the odds are pretty good he has. You want to work the same trick on him 
as you did on the human hero, though it's less likely he'll run - he usually only 
does that if you attempt a preemptive strike into the dwarf camp at the very 
start of the game. 


A word about that preemptive strike. For a while, we were convinced the 
surest way to win the game was to send as big a force as you could spare to 
the dwarf camp in an attempt to kill the hero, but nearly every time, the bugger 
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would scoot away toward the human camp - right past those deadly towers, 
no less. The one time we did kill him and wipe out the dwarves, we eventually 
won the game, but it took around an hour and a half. The armies that would 
have been out converting resources were instead chasing down the dwarf 
hero. In the end, it seems the best option is to go for the resources and let the 
two heroes take a shot at taking them away from you. 

Just because things have been hectic doesn't mean you can forget to upgrade 
your palace. You desperately need the ability to use tombstones to create 
skeletons rather than cranking them out in serial fashion at each tomb that's 
built. It's likely the humans will have converted some mines to the south, so 
send your hero and a few skeletons down to reclaim your prize. Remember, 
now that the enemy heroes are dead, your hero is a pretty big man on this 
map - use the shield spell and whack your way through enemies. If the 
humans are building a palace, don't destroy it. Convert it instead, then select it 
and have /f convert mines and buildings within a large radius. 

Now, things get good. You should have a sizable force of skeletons and plenty 
of resources in your pocket. Upgrade as many as possible to wights or 
wraiths. You can try to upgrade some of them once again to slayer knights, 
liches, or shadows. Gather as many as you think you can spare and head the 
dwarf camp, which should be fairly quiet now that Mr. Speedy (that guy is 
fast!) has been laid to rest. Let your hero convert all buildings and resources 
while your armies polish off any remaining dwarves (there won't be many). 
Keep cranking out skeletons and upgrading the palace, being sure to build a 
barrow, dungeon, and an altar as they become available. 

After sweeping through the dwarf camp and claiming all its resources, you can 
now move in a counterclockwise movement along the top of the map and 
strike at the weak point in the humans' defenses - their rear. Your hero's large 
command radius lets him convert multiple buildings, and your sizable force of 
wights, liches, and skeletons can smash down towers while you do it. There'll 
be a few knights and squires dashing about, but the reason they're roaming is 
to avoid the inevitable fate you have planned for them. For a little extra 
oomph, upgrade your palace to switch day to night; the undead have a good 
advantage over humans when the sun goes down. 
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From here on out, it should be the usual cleanup operation. Uncover the map 
and destroy all the towers and don't be surprised if you overlooked one of 
those conical dwarf towers tucked away in their stronghold. Victory is yours! 


Our Results 
Armies produced: 107 
Armies lost: 28 
Armies kilied: 90 
Experience points: 180 


Episode Seven: Attack on Esgaard 

Victory conditions: Destroy the humans. Destroy both the humans' allies. 
Your hero must survive. 

You've faced three or more heroes before, but they've never teamed up the 
way these three foes will. Now, it's up to you to overwhelm the good guys and 
extract your revenge on the guardian knights - and the odds couldn't be more 
stacked against you. Three different heroes face you, and their camps are 
already protected by towers. It doesn't look good, but as leader of the undead, 
you couldn't care less about good. 



Starting positions for Attack on Esgaard (biue represents your forces, 
green represents the wood elves, brown represents the humans, black 

represents the barbarians). 
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Just as in Attack on Guardia, the ultimate key to success will be the rapid 
acquisition of resources the efficient use of them. Your hero should convert 
the mines at your start point while two other generals or armies capable of 
conversion - we once again chose a dryad and a moonguard - head northeast 
and take care of the four mines that bracket the entrance to the western 
plateau. Gront should be sent toward the ore armies to the west and convert 
the gold mine; when he's finished, head over to the dock and make it yours. 
The moment your hero finishes at the start point, send him to the plateau 
directly north of your base to convert the four mines there to establish a 
second base of operations closer to the forward lines. 

It's better to trade zombies for conversion power when selecting your retinue, 
but bring one along to get the ball rolling. He should build the palace, followed 
by a tomb and a smithy - your hero is too busy collecting resources to be 
bothered with building. You could choose an army such as a treant that has 
building abilities to be included in your retinue, but you have enough of a time 
cushion in this battle to hang with a single worker until the tomb is built and 
you can create more. 

Gathering resources is one thing, using them wisely another. You can count 
on a visit from one of your three friends before very long, and to make a good 
impression, you should build some towers to let them know you were waiting 
on them. Seriously, aside from the lake shore (which you can easily defend 
with a few ships of your own or a couple of towers), there are only two 
avenues of attack open to your enemies. One is bordered by the lake shore, 
and the other is the valley between two plateaus. It doesn't take many towers 
to make these impassable for a long time to come - particularly if you can 
send a few ships along the western shore of the lake to assist the towers 
there. 

Work feverishly to create skeletons. They're cheap but decent fighters, and as 
your resources begin to pile up, you should begin converting them to wights 
and wraiths. While your towers provide decent defense against airborne 
armies, you should seriously consider using a few wraiths or liches to protect 
your main palace back at the start position, at least until you upgrade the 
palace and can build an eyrie to produce giant bats and harpies. 


By building a goodly number of tombstones, you can quickly generate 
massive numbers of skeletons. Do so and upgrade them whenever possible. 
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all the while waiting for the first big wave to assault the lines of stone you've 
created. The moment that first attack comes and is crushed, send in a huge 
wave of wights and wraiths, upgrading any you can to either slayer dragons, 
liches, or shadows aimed at the camp from which the attack came. Most likely 
it will be human, but even if it's the barbarians, don't wait around to build 
ferries and launch an amphibious assault - knock down some of those human 
towers and head south to get the pagans. 

You probably won't annihilate any enemies on this first attack, but you stand a 
very good chance of crippling their production while your base remains 
relatively safe from attacks except by air and water. Build ships at the 
shipyard to protect your coastline and be sure to construct eyries and produce 
giant bats to fend off encroaching eagles. The odds of an attack by an enemy 
dragon are good before the battle's over, so invest in towers near valuable 
buildings like the palace to slow them down while your liches and wraiths 
come to the rescue. 

Your goal should be to destroy that first enemy you selected while defending 
your large base from attacks by the other two. It won't be easy, but you have 
plenty of resources at your disposal. Don't forget the slavehorde upgrade to 
the dungeon for a quick source of labor and to work the mines and be sure to 
upgrade all your buildings whenever you can do it without sacrificing the 
production of armies. 

It goes without saying that you might not conquer that first enemy you chose, 
but remember that you have such a sound defensive position that enemies 
can literally wear themselves out trying to get through your walls of towers. 
Eventually, you'll be faced with one enemy holed up in a stronghold - that's 
when you bring out the dragons. Be careful when sending them across the 
lake because the barbarian ships can bring one down quickly unless you 
combine the dragon's assault with fireballs from numerous liches. 

As you can tell from our results, this battle can take a while - though we'll be 
the first to admit that it can be achieved with much less bloodshed than we 
had. Rest assured, however, that you'll achieve final victory - only to learn that 
the path you chose wasn't as sweet in its rewards as you thought when you 
decided to follow your heart's desire for revenge. 
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Chapter Four: Justice (The Path of Light) 


Using the power of Navaar, you've now restored Elana to life - only to embark 
once again on a series of necessary but violent battles. Loathe as you are to 
expose such a gentle creature to the horrors of battle, you know that only 
Elana holds the information you need to retrieve Lucifus and bring an end to 
the turmoil that roils through the land like a brutal winter blizzard. And though 
young, Elana has learned much from Godwyn - enough, in fact, to make her 
perhaps the most valuable person in your ragtag band of adventurers.... 


Episode One: Thieves 

Victory conditions: You must steal the tear, then escape down the road. 
Elana and your hero must survive. 


You're heavily outnumbered, but it matters not in the least. You'll plow through 
Paridian's troops just as easily as you did when you played this same map in 
The Path of Darkness. Take a moonguard or a red (or black) mage with you 
on this mission, and you should have no trouble at all. 



Starting positions for Thieves (biue represents your forces, red 

represents Paridian's forces). 

Every blue tent has troops that join your side when your hero passes by; red 
tents contain Paridian's troops that will leap out and attack you. Visit all the 
blue tents and find squires, pikemen, a white mage, and a couple of 
mercenaries. Head to the northeast corner of the map and stop by the houses 
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to pick up peasants, but you really won't need them - in fact, they'll only 
increase your potential casualty count. 

A moonguard can make all the difference in the world in this mission. His 
range is longer than the enemy squires he faces, and his multitarget capability 
is fantastic - we saw a moonguard take out six pikemen with one attack! 
Polish off all the troops in the tents, then begin to close the noose around the 
troops guarding the tear at the main camp. Use whatever spells you think will 
work while maintaining a safe distance and use the tried-and-true tactic of 
baiting two and three enemy armies into your defensive positions. 

There are two chests in the camp. The one to the northern side reveals a 
knight, while the other contains the tear. Be ready for the knight - if there 
aren't any other enemy armies around to pose a threat, you should let your 
hero handle this job. There are a few other knights here, but the only real 
threat is Sir Edgar; if you choose to lure him out make sure your pikemen and 
squires are far enough away that he can't wade into them and cost you 
needless casualties. 

After retrieving the tear, Elana will suggest you hurry and leave - which 
triggers the appearance of a dozen pikemen at the southern corner of the 
map. It's only necessary to kill the six that are blocking the exit to the east, but 
it's just too tempting to do in the others because they aligned themselves with 
such an evil person as Minos and Paridian. After killing all the pikemen, exit at 
the southeastern corner of the map. 

Our Results 
Armies produced: 26 
Armies lost: 6 
Armies kilied: 87 
Experience points: Unknown 

Episode Two: Into Palymyr 

Victory conditions: You are now leading a barbarian side. To cross Palmyr, 
you must destroy both ore tribes. Robert, Elana, and your hero must survive. 

As usual, the map is very revealing. Though you face two ore tribes guarded 
by towers, only one - the black ore tribe to the north - has begun building a 
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camp as the mission opens. If you want an easy victory, now is the time to 
strike and strike hard. 


Your hero must take on the chore of building the palace. Order Robert to 
guard it as the construction takes place, even though it's very unlikely any 
ores will bother you this early in the scenario. Immediately send all the riders 
and Elana - yes, Elana - east across the bridge, moving away from the tower 
as you cross to minimize damage. Swing slightly northeast after crossing the 
bridge to locate the ore hero here; he'll probably be in the process of building 
a palace because he's all by his lonesome. Track him down and kill him, 
taking care to back off whenever he tries to draw you into the zones covered 
by stones from his towers. Stick with this even if it takes a while - he can't 
build a palace when he's on the run, and without a palace, he's nowhere. 



Starting positions for Into Paimyr (blue represents your forces, black 

and brown represents the ores). 

As soon as your hero completes the palace, send him toward the shore to 
convert all the mines and the shipyard. Also queue up a truckload of thralls to 
start the process of building towers to block the narrow north-south bridge 
that's the black ores closest path to you. Grabbing the shipyard isn't crucial if 
you used the previous tactics, but if you didn't, be sure you claim it early on. 
You can build ships and park them along the southeastern shore of the lake 
and take out the ores that stream westward over the bridge. 
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Stopping incursions by the black ores is simple - the narrow bridge over the 
river is the only path they have to you other than circling the entire map and 
attacking you from the east (which can happen in some games if you aren't 
careful). It's imperative you get at least two or three towers up quickly; put 
Elana and Robert in them along with the first few barbarians to emerge from 
the arena. As soon as things look stable here, send your hero into the territory 
once owned by the brown ore hero and begin converting all the mines there. 

Though the black ore camp looks more impressive than yours at first, time is 
now on your side. Blocked by your towers and unable to reach you by water, 
your only two concerns are the aforementioned circling attack and sorties by 
flying units, mainly giant bats. Counter the first threat by building another 
palace, arena, and eyrie in the eastern part of the map. The second can be 
addressed by building plenty of towers around your palace and other buildings 
and also assigning barbarians to guard the area - their spears bring down bats 
and harpies quickly. Be sure to upgrade your palaces and build a henge. This 
will give you reavers (who can convert, but won't need to by the time they 
arrive in this scenario) and minotaurs and also let your barbarians go berserk 
to do more damage. 

You'll naturally want to build several eyries to create bats (these will stop 
those bats and harpies) as well as pegasi and, later on, dragons. In fact, 
dragons are essential to finishing the mission. After you've wiped out the black 
ore camp, dragons are the only truly effective way to destroy the ships docked 
in the lake. It's a good idea to combine the attack of the dragons with some 
barbarians throwing spears, but by the time it comes down to this, it's really 
academic. 

If the scenario doesn't end after you destroy the ships and convert the 
shipyard, you must go on yet another wild-goose chase to track down 
stragglers. Remember to create large groups of armies and assign them a 
number before putting them in rampant mode to scatter about the map in 
search of trouble - it's the only way you can rein them all in and quickly finish 
off your enemy. 

The following numbers are much higher than they should be - they're the 
result of the foolhardy decision to try and fend off both ore armies instead of 
eliminating one at the beginning. All the numbers will be lower if you follow our 
advice. 
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Our Results 
Armies produced: 251 
Armies lost: 124 
Armies kilied: 364 
Experience points: 67 

Episode Three: The Orb of Souls 

Victory conditions: Elana must find Kaari and take her to the Orb of Souls. 
Elana, Robert, and your hero must survive. 

Yet again, you're surrounded by minotaurs, but there's no chance of avoiding 
one of the clans as you did in Minotaur Tribes and Guardian of the Seer. The 
black minotaurs are practically on top of your camp, and while the red 
minotaurs have fewer towers as the scenario opens, they're still formidable 
opponents. It's a damn good thing you don't have to worry about the wood 
elves until after you've dealt with these two crowds! 



Starting positions for the Orb of Souls (blue represents your forces, 
green represents the wood elves, red and black represent the 

minotaurs). 

A reaver is a good choice for your retinue. He isn't as strong as the horribly 
powerful minotaur kings and heroes you face, but he'll at least give you a little 
extra oomph should things get too close for comfort. Bring a thrall to build your 
palace as you convert the mines in your area and have it produce a dozen or 
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more thralls to feed your need for stone. Then, get ready for a tricky game of 
cat and mouse with your next-door neighbor. 

The first step is to destroy the enemy tower closest to your base. This will cost 
you a rider, but it's worth it because now you can slide into the entrance of the 
base and convert the mines there. Usually, you can do this without any 
minotaurs taking notice until the conversion is complete. Naturally, they'll start 
converting the mines back to their side as soon as they find out, but the point 
is that you've robbed them of the resources for quite a long time. You can 
repeat this process as long as you like, pausing the game frequently to issue 
commands to your other armies. 

If you don't make an effort to claim the mines to the north of your camp, the 
red minotaurs are likely to leave you alone for a while. This is good in that it 
gives you a chance to erect a line of towers running diagonally between the 
hill with the quest shrine (check this out early for possible aid) and the hill just 
to the northeast. But if you don't take those resources away from the red 
minotaurs, they'll be using them to build a huge base. Damned if you do and 
damned if you don't.... 

You can't play that game of "now it's mine, now it's yours" forever with the 
black minotaur hero, so as you produce barbarians and riders, establish an 
ambush party consisting of three or four riders and a few barbarians. Try to 
close in on him while he's busy converting the mines near the quest shrine - 
he seems to really favor those. Take him out of the picture, and you have a 
much more tenable situation on your hands. 

The wall of towers you built between the shrine, and the hill to the west should 
be strengthened to beat back repeated attacks. Plus, you must get an eyrie up 
to provide some counter to the giant bats that are sure to come your way. 
Remember, barbarians can throw spears to attack flying units and are 
especially deadly inside towers. 

After the black minotaur hero has been vanquished, expect the red minotaurs 
to try a sweeping counterclockwise attack, moving between the line of wood 
elves and the quest shrine. If you see a palace being built frighteningly close 
to your base, simply convert it and force the enemy to destroy its own 
handiwork. 
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You must take your time and build a powerful force of reavers, riders, and 
minotaurs coupled with dragons to wipe out the red minotaur base. But by this 
point in the campaign, you should be incredibly familiar with the whole 
process. With both minotaur tribes gone, it's time to deal with the wood elves. 
We thought the presence of Elana might guarantee our safe passage, but 
sure enough, they attacked her on sight. You must clear a path through to 
Kaari's temple, and though the wood elves are crackerjack archers, it'll take 
quite a few of them to destroy the dragons you have left over from you battles 
with the red minotaurs. Escort Elana to Kaari's palace near the northeast 
corner of the map to end the mission. 


Our Results 
Armies produced: 297 
Armies lost: 201 
Armies kilied: 364 
Experience points: 67 


Episode Five: Straits of Darkness 

Victory conditions: Locate the dark elven base. Destroy its mystic tower. All 
characters and your hero must survive. 



Starting positions and recommended navigation for Straits of Darkness 
(biue represents your forces, biack represents the dark eives). 
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Aside from being incredibly tedious, this is one of the easiest scenarios in the 
game. You don't have to worry about losing your hero or any major character - 
they don't have to move a muscle for you to win. 

You'll notice we've drawn a few lines and circles on the map. The lines are the 
course you should take, the purple circle is a completely optional stop to pick 
up some battering rams you won't need, and the red circles indicate areas 
where you must fight. 

To win this scenario, simply grab your biggest ships - destroyers and warships 
- and head in single file along the course we've plotted. The first detour is to a 
quest shrine; you might as well stop there to see what you might get. Feel free 
to pick up those battering rams, but we're warning you now that it'll simply add 
time to an already boring mission. 

Follow the course we've plotted and approach the island from the northwest. 
There are a few sorcerers here as well as the dark elf hero, but your ships' 
cannons will make mincemeat out of the whole lot of them. Bombard the 
mystic tower and voila!- mission accomplished. 

We're not sure if you lose any experience points for not taking those battering 
rams onto the island and using them on the tower. But even if you do, our 
method is much more satisfying, don't you think? 

Our Results 
Armies produced: 7 
Armies lost: 3 
Armies kilied: 14 
Experience points: 76 

Episode Six: Elnaria 

Victory conditions: You are now leading the wood elves Destroy the dark 
elven watchtower on the hill. All characters and your hero must survive. 

It would be a stretch to say that this scenario is as easy to win as the last one, 
but once again, you're looking at a situation where your hero doesn't have to 
roam very far from the start position for you to achieve the victory conditions. 
Don't worry about the purple dark elves to your north - they won't hassle you if 
you don't hassle them. Of more concern are the three islands located at 
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roughly nine, ten, and eleven o'clock from your location. They contain 
resources you'll need to achieve victory. 

Retinue selection is important. You should choose at least two armies that 
have conversion capabilities and ranged attacks - we selected a red mage 
and a white mage - and a wisp for production. Have your hero convert all the 
mines and the shipyard on the island as your wisp builds a mystic tower, then 
start building several warships. Erect a scout tower and upgrade it until you 
can view the entire map (don't you wish every race had this feature?). 

You already have a galleon and a ferry when the game opens. Place one of 
your armies with conversion powers on the ferry and have the galleon escort it 
to one of the three islands. Unload the army after the galleon kills the dark 
elves (there are two on each island) and send both ships back to the island. 
Repeat the process two more times to claim the resources on all the islands. 
You'll also want to have your hero ride that ferry to check out the mausoleum 
for a quest, and there's a treasure chest perched on a tiny rock north- 
northeast of your island. 



Starting positions for Elnaria (blue represents your forces, purple and 

black represent the dark elves). 

The warships you're building are needed for three purposes: to assist the 
armies that claimed the resources, to guard against a landing by a dark elf 
ferry, and to help shoot down the dragon that will inevitably appear before the 
scenario ends. Crank out as many as you like - they don't drain resources 
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needed for building structures, but they do push you closer to your army limit. 
If this happens, and you run out of room for more mystic towers on your 
barren island, put a wisp on a ferry and let it build a mystic tower on one of the 
islands your armies are guarding. 

Once you've achieved these goals, you must start work on the ultimate 
objective: creating dragons to destroy the watchtower. This requires lots of 
crystal, and the dark elves will send over many phoenixes to convert the 
mines on the islands. The warships and armies can defend themselves the 
first couple of attacks, but you must assist them with phoenixes. That means 
you've got to get the mystic tower upgraded to level 4 in a hurry and build 
eyries. Upgrade the eyries (build at least three) after cranking out some 
phoenixes so you can produce griffons, which don't rob you of the precious 
crystal you need for the dragons. When the griffons spell the phoenixes in 
their guard duties, use a couple of warships to blast two of the defensive 
towers ringing the southern side of the island and send the phoenixes in to 
convert the three mines there. (When we played this mission, we foolishly 
sent the phoenixes to the other side - same result, longer journey). 

The rest of the battle is mainly a waiting game, as you fend off sporadic 
sorties by phoenixes and a dragon. After you've upgraded the scout tower 
completely, you can see the flying reptiles approach and can intercept them 
with warships. It's possible to destroy the watchtower with only two dragons, 
but if you want to cheap out and avoid building a third, you should at least 
send along several griffons to help with the job - you don't want to give those 
nasty dark elves a chance to repair the tower and force you to wait through 
another cycle of building dragons. 

Send the dragons through the opening your warships created on the southern 
side of the island. Once they get past the beach, the end of the watchtower is 
in sight - and you've won another easy victory. 

Our Results 
Armies produced: 90 
Armies lost: 49 
Armies kilied: 70 
Experience points: 71 
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Episode Seven: The Siege of Yrm 

Victory Conditions: Destroy the dark elves to get the last tear. Defeat the 
high elves. Elana must survive. 

Hmm... the designers must have been as tired by the time they got around to 
creating this finale as we were when we reached it. The victory conditions 
aren't quite accurate. For starters, you won't have to worry too much about 
"defeating the high elves" because the dark elves do that quite early in the 
game. And while it's true Elana must survive, the victory conditions omit 
something that's listed in all the other missions - your hero must survive, too. 

If you played the Path of Darkness first, you're already familiar with this map - 
it's the same one used in Raid on Yrm, and you start in precisely the same 
location. Include at least one army that can convert in your retinue because, 
once again, you must seize resources to have a chance of victory. Both you 
and your enemies rely heavily on crystal, and if one side controls more than 
the other for very long, the battle is surely his. Also, bring along a wisp to build 
your mystic tower to generate more wisps to create the buildings necessary 
for army production. Get a scout tower up and upgrade it rapidly so the entire 
map is soon laid bare. 



Starting positions for the Siege of Yrm (blue represents your forces, 
black represents the dark elves, brown represents the wood elves). 

Immediately send your hero west to convert the gold mine there - you can 
convert the shipyard at the same time. One strategy guide suggests you 
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destroy the dark elven shipyard next to your base, but that's a complete waste 
of time because they always rebuild. Converting it will at least give you the 
satisfaction of seeing the elven ships firing on their own harbor. At the same 
time, you should send your generals to the north and northeast to convert the 
mines there. As soon as your hero's finished, send him even farther north to 
convert the northernmost crystal mine. By the time he gets there, you should 
hear a message that an enemy hero has been destroyed. That means the 
dark elves have killed the high elves' hero - but luckily for you, the high elves' 
base is still intact. 

Send your hero even further west along the top of the map, converting the ore 
and gold mines at roughly the eleven o'clock position before moving into the 
high elves' base. There might be a couple of high elves still alive, but your 
hero will dispatch them with no problem. Now, you have two bases you can 
use to produce armies - and you're also in a good position for an enveloping 
attack on the dark elves' camp later in the game. 

Upgrade the mystic tower at your first camp as quickly as possible, so you can 
build an archery range. Go ahead and start producing gladewardens as soon 
as they become available, but you must upgrade their weapons' range and 
give them the flaming arrows if you hope to beat back the first attack from the 
dark elves. Be sure and position Elana near your shipyard, away from the 
action - you don't want to lose just because she started defending the base or 
was caught in the crossfire while fleeing a battle. 

After claiming the high elves' camp in the northeast, start producing armies 
there, as your hero moves to claim at least four more mines. If you're feeling 
gutsy, you can try moving close enough to the dark elves to convert the ore 
and gold mines near the south end of this side of the island, but it'll probably 
just tip them off that you're here. Keep upgrading at least one of your mystic 
towers until you're about to build an inn, then upgrade it until you can use it to 
trade resources. This will prove invaluable in speeding up the production of 
dryads, phoenixes, and other armies you'll need for victory because it will give 
you a practically endless supply of crystal. 

Expect the dark elf hero to move out from the base and reconvert a few of the 
mines in the southwest portion of the map, but don't go picking a fight until 
you're good and ready. Instead, wait until she leaves, then sneak down and 
convert the mines yet again. Be sure to keep producing as many armies as 
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you can at both bases - use wisps to build as many mystic towers as 
necessary to keep expanding. Ancient wisps are an attractive proposition 
because they produce as much crystal as a level 1 crystal mine, have building 
capabilities, and are decent in combat. Remember that the four wisps you 
combine to make an ancient wisp do not have to be in the same location. Your 
ultimate goal should be to get one of the mystic towers to level 5, so you can 
begin creating dryads. A single dryad under your direct control can take out an 
enemy tower with no damage. Group four or five of them together, and they 
form a mini wrecking crew that can bring down even the strongest structures. 

Use dryads to destroy the towers along the horseshoe-shaped plateau that 
rings the dark elves' main camp. This is particularly important in the area near 
your start position because it lets your armies move when the time comes to 
defend your base against the inevitable large-scale assault by sorcerers and 
dark archers. From time to time, you'll want to send your hero toward the 
southwest corner of the base and convert the dungeons, tombs, and altars 
that are built there. 

It's a lot more economical than destroying them because that task will be 
taken care of by the nearby defensive towers. Also keep a very close on 
crystal production - check the inn constantly and trade ore, gold, and stone to 
keep the crystal inventory high to ensure rapid production of dryads. And 
make sure you have many trees of life cranking out troops. You won't be held 
back by shortages of resource, and more trees of life means more armies 
emerging simultaneously. 

When you have around 20 dryads, team them up with your gladewardens and 
druids and form two groups of armies, one at each base. Send the group at 
your start position west, as the group at the erstwhile high elf camp swings in 
a clockwise movement to the south and east. You can destroy a sizable 
number of dark elf buildings before the hero arrives and casts the 
armageddon spell to fry your armies to a crisp. You can try to save some of 
those armies by subdividing each army group into two smaller groups, but she 
can cast two armageddon spells in a row - you can count on losing many 
armies. But the sacrifice will have been worth it because you should have a 
steady stream of dryads, gladewardens, and druids emerging from the trees 
of life, and the blow you'll have dealt will cripple the dark elves so much that 
the chances or recovery are unlikely. 



GameSpot Game Guide: Warlords: Battlecry 


Now for the finale. With the scout tower fully upgraded, you can track the dark 
elf hero as she frantically moves about the map trying to convert your 
buildings or start a new base in a relatively remote corner of the map. Use 
several army groups to converge on her from different angles, keeping the 
pressure on her, so she must keep casting offensive spells and doesn't have a 
chance to regenerate her health or mana. Yes, you'll see more of your armies 
go up in flames, but your control of the map's resources means there's no way 
she can stop your steamrollering armies. Take it from us: Seeing this evil 
queen trapped and destroyed is almost worth the purchase price of the game. 

After the dark elf hero is dead, all that's left is to destroy any remaining towers 
and track down enemy armies that have been scattered about the map. 
Achieve victory, and your ultimate goal will be realized - but at a cost you 
never dreamed of. 

Our Results 
Armies produced: 126 
Armies lost: 48 
Armies kilied: 27 
Experience points: 91 
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Appendix 

Cheat Codes 


There are very few cheat codes you can use in Warlords: Battlecry, and they 
come with a stiff price: You don't receive experience points in any mission that 
you cheat. We suggest you never use these codes because they rob the 
game of much of its joy and can prevent your hero from reaching the levels he 
should be at later in the game. But sometimes it seems that trading 
experience points for an end to a wildly difficult battle is worth it. For those 
times, you can use these codes by hitting the Enter key and typing them in. 


Code 

Effect 

lAMASEER 

Reveals entire map 

lAMANARCHMAGE 

Gives all spells 

lAMATANK 

Invincibility for all armies 

lAMAWINNER 

Wins the scenario 

lAMALOSER 

Loses the scenario 


There is one alternative to the lAMASEER code you might want to try 
because it shows you the entire map before the mission, but doesn't rob you 
of experience points. Copy all the SCN files from the CAMPAIGNSCENARIO 
folder found in the directory where you installed the game into the SCENARIO 
folder. This lets you use the game's scenario editor to load the campaign 
scenarios and see the starting locations for each army, location of special 
items, view a list of special events that might happen, and see what level of Al 
the computer opponents have been set to. 



